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Prelude: 


the darting hands. 
but felt the other strike & 
pressure point on his arm, 


many hambur 
son," the master chuckled. 
down. 


Mr, Jack 
‘Slows you 


ermination knotted Jackson's face. His arm 
was going numb. Had the master already beg. 
teaching the boy the Dim Mak technique? 


When the boy advanced again, Jackson met him with a 
spinning backtist. The boy's strike was quicker, glancing off 
Jackson's tibs betore the backfist crashed into the boy'shead. 

ent the youth sprawling to the ground. Feeling the rush of 
Impending victory, Jackson pounced on the boy. He instinctively 
located a certain point along the boy's spine, straightened his own 
hand into the snake fingor thrust, and struck the pressure point. 


Nothing happened for an instant. Jackson crouched above the 
boy, confused, The strike should have induced instant and pain- 
less paralysis. Had his technique become that skop — 7 

Thon the boy began screaming in agony and rolling around on 
the floor, clutching his back. His entire body jerked in a series 


spasms that seemed him asunder 


though they would te 


n stood there, numb with terror. What had he done to the 


boy? 


ie master brushed J rouched over the boy. 
The old man’s hands be- gan massaging va 
points along the boy's back and neck. The master 
was applying his Chitothe young student's 
Vital points, tryin restore the damage 
Jackson had done, Finally, the boy stoppe 


aside ark 


scream- 
ing and the 
tension of pain left his, 
body. The master rolled the boy 
over and inspected his eyes and 
tongue. 


You wil be fine now, Pao,” the master said softly 
"Mr, Jackson's strike was wrongly timed. Use this incident 
as a lesson on the consequences of the improper use of the 
Dim Mak touch, ando! the importance of knowing haw toheal the 
dy before learning how to destroy it 


n walked away, cursing himself, He remembered now 
that the Dim Mak spinal strike only induced paralysis during the 
‘evening hours, when the body's Chi flow was beginning to adjust 
for sleep. To use it during the day, as Jackson had on the boy, 
would have caused kidney failure anda slow, agonizing death if the 
master had not corrected the damage. It had been too long since 
Jackson had studied and trained his Dim Mak technique. 


Jackson's mind raced over the last three years since he had left 
Master Kwan's house. They were a blur of opening commercial 
schools and teaching beginners the art af kung fu, The first schoo! 
had been too successful, and Jackson had been drawn into the 
commercial side of American martial ars, He had opened school 
after school, letting his top students run them more as businesses 
than as centers of knowledge 


‘Master Kwan accompanied Jackson into the training room, "Mr 
Jackson, follow please,” the master said. 


Jackson followed Master Kwan through @ door that led into a 
‘small meditation room off the main training floor. The room was 

and partitioned by paper His back to a representa: 
‘of a withing Chinese dragon, Master Kwan looked deeply into 
former student's eyes before speaking, 


‘Maurice, what has happened to you?" 


Jackson shook his head. “I don't know, Master Kwan, Itwas an 
accident, you know, | got overly excited. The boy is very good, and 
| guess | felt challenged.” 


looked at Jackson grimly. "Maurice, you 
hands an ancient and deadly set 
crret, one that can easily be used 
to cause untold misery, Even in 
sloppyhands|ike yours, the Dim 
Mak has become like a gun 
that can mistire at any mo- 
ment. You have lost your 
sense of purpose — your 
dedication, You are no 
longer the student | 
‘once knew.” 


The — master 
hold in your. 


‘The master's words stung Maurice harder than 
kick ever had, Kwan continued. “When | came to America, If 
a young boy filled with anger, tired of poverty 
become aman and | gave him the greatest trea: 
him the knowledge of my kung fu 
Mak 


al mi 


‘Now gone. In his place is you, with your go 
and expensive cars, You who have sold my treasure to all whe 
pay on the installment program. You are too busy making money 
even to hold your family together. Youpunch calculators more often 
than boards. You, Mr. Jackson, have lost the honor and dedication 
of the art 


Jackson once again felt like the young, angry punk who had 
entered Master Kwan's home all those years ago. His rage leapt 
from him, "What do you know, old man?” he shouted, “What do you 
know about my drearns? I've created Oschools that teach your 
and what thanks have | gatten trom you? Keep your honor. | don’t 
‘need that crap from you, I've been taking your “wisdom” too long 
now anyway. You don't know jack.” 


NOON, Mr. Kwan.” th 
Spanis 
His tailored suit spoke of European aris 
nrough the doorway behind him, fan 
ited, determined men, 
fled a lang way to see y 


joracy. Seve 
intoa phaian 
am Felipe D’Aragon. | han 


Master Kwan quis 


Kwan turned to the Spaniard. 


| remember your letters, Mr. D’Aragon, 
travel has been wasted. My position has not wav 


Unfor 
red.1d0 


of Lord Biso 


cross Master Kwan's face. “Leave my house, 

t return until you have mastered 

in, | must have young Pao survive his training so 
ss down my kung fu honorably 


12d past the old man, slamming open the door. He 
|, passing Pao, who stared at him with 
¢ and marched down the dirt-and- 


Master Kwan's house sat atop a clif face overlooking the Pacific 
‘Ocean. The driveway leading to the house wound its way up the 

teep cliff face from the main road far below. Jackson's anger 
fueled 2 mad race down the driveway. He took a sharp curve and 

12d 10 whip the steering wheel sideways fo avoid a van that was 
barreling right at him, Jackson swerved past the van, glancing 
‘back at the large black vehicle as it ascended toward the house. 
‘Jackson hit the main road at ful tit and sped down the coastal 
highway, away from the house where he had spent many good 
years of his lite . 


me. With it could challenge that vain fool Vega 
's new right-hand man. But, no matter, If you will 
me your art, then you will die with it; such is the decree 


ht when | must,” Master Kwan said, 


you are far to0 oid to hit one 
your Dim Mak help you if you 


‘opm ald 


JouoK fo yysigay 


JOUOH JO Ysigay 


JACKSON LOOKED OVP over ne vionway 
rail guard, The scenic overlook stop offered a spectacular view of 
the Pacific Ocean. Again, he mused over the events of the last tew 
Pon he SCE SANE to Oni steel ron 
Wee boty OED Hn wae ai TENE ne yo eT se Ba 
Packer atc Ras atosa ash eee 


He sighed heavily, In his heart he knew it wasn’t worth it. He had 
wanted to teach people the joy and beauty of kung fu, but instead 
he had become a businessman, Over the years his rigorous 
training regimen had been reduced to sporadic workouts crammed. 
in between business appointments. The people and art that he 
loved were gone from him now. Master Kwan was right. He had 
forsaken the path of honor. 


Immediately following this realization, Jackson felt his spirit 
renewed. Acalm thathe hadn't felt in years swept through his body, 
He had to return to Master Kwan and apologize. He had to return 
to the life of a warrior. 


When Jackson pulled up to the house, the sun was setting aver 
ean, casting long shadows over the grounds. The black van 

next to the house, and several men in suits were 
ish. As Jack: 
warming 


the 
was parke 
standing around arguing in wnat sounded like Sp: 
son pulled up, they snapped 

toward the house. Jackson fe 


One of the men stepped in front of him and clamped ahand onto 
Jackson's shoulder. “Do not go in there,” 


‘Stand aside. | am at home here. You are the stranger.” 


"Get back in your fancy car and get out of here,” the stranger 
spat in a thick Spanish accent. 


Jackson struck lke a viper. His fingers jabbed into the arm that 
heldhis shoulder, pinching a vita point below the man’s elbow. The 
man cried out as his arm lost all sense of feeling, Jackson brushed 
him aside and was about to enter the house when another man 
emerged. 


The new man was obviously the ringleader. He wore a finer suit 
and carried himself with an air of authority. Wiping blood from the 
blade of a sword cane with a white handkerchief, the nan glanced 
ily at Jackson. 


Jackson stepped back and eyed the newcomer, The Spanish 
‘man eyed his comrade; who was holding a limp arm and yelping. 
The man smiled and tured back to Jackson. 


“You must be Maurice Jackson, 
“lam. How do you know me?" 


“I always research the friends and relatives of those ! kil 
‘Sometimes kidnapping provides excellent leveraging,” 


the earth 


You ruth 


whi 


arcecthine otra! cts 


u money, power, and fame. F 


ss the knowledge and the po 


tothe ninj 


nd bi 


inmight have taken you up on that 


man, This Maurice J 


hands 


killhim 


itclehim while D’Aragon 


Jackson dropped into a tiger kung fustance. As ife 
men burst toward him, he tured fo two of them and 
roared. Chi rose In his throat, amplifying the yell into a 
thunderous noise. The two men, stunned by the force of the shout, 
fell away, 


Jackson turned as the other two advanced. He leaped over one, 
flipping through the air to land behind him. He thrust his leg behind 
him into the man's back, sending the man fying across the training 
floor 


he fourth man advanced, slashing wit ickson leapt 
away from the slashing blade and then bounced back toward th 
‘man, raking the man’s chest with iger claw hand strikes. The man 
shricked as his jacket, shirt and skin shredded. Jackson finished 
him with a roundhouse kick to the head. 


is kno. 


The other two men had recovered from the shout and came 
arging at Jackson. He crouched down, timing th 
and then sprang into the air, lashing out with bot 
landed squarely in the men’s faces, sending 


uneonsei 


D’Aragon laughed. “Those fools ar 
are plenty of tired bul Spain wi 


become more like Vega 
Always Vega,” the Spaniard 
spat as he said the name, 


hall have to deal with you personally." D’Aragon 
removed his coat and whipped his. sword through the alr. The 
slender blade whistled as it danced in the ninja's hand, Satisfied 
with his blade, D'Aragon began walking calmly toward Jackson. 


Jackson barely saw the shuriken in time, D’Aragon had thrown 
16 star-shaped blade from his off-hand as he walked, trying to 
ich Jackson off guard, Jackson colled into Rearing Serpent 
twisting so the blade flow past his che: 


Then D’Aragon was on him in one leap. Jackson flung himself 
backward into a Wounded Tiger fall, but the Spaniard was quick 
and the sword drew a line of blood across Jackson's chest 


D’Aragon laughed Ike a cat playing with a mouse. “You're 
slower than the old mart; Jackson. 


The ninja leaped again, cutting across Jackson's shoulder 
before he could roll away from the blade. Jackson's heart was 
pumping. This must be how he killed Master Kwan, Jackson 
thought, one slash after another, like a bullighter sticking sword 
yord into the charging bull, Jackson had to be smarter. 


O’Aragon leaped again, but this time 
Jackson rolled under him and kicked up- 

ard with his foot, striking D’Aragon on. 
the leg. The ninja was bemused by the 
glancing kick. 


Perhaps you will provide some sport 
afterall,” D'Aragon said, “But youl have 
todo better than that pathetic kickif you 
want... you wantto,..stop me..."the 
ninja trailed off ashe looked down at his 
leg. The muscles shivered uncontrolla- 
bly where Jackson's kick had touched 
theninja’s leg, D’Aragon's leg began to 
spasm; then the other leg spasmed as 
well, dropping the ninja to the ground, 


“What have you done to me?" he 
shrieked 


Dim Mak,” Jackson said, “The pressure 
point strikes of snake kung fu. You wanted so 
badly; now you have it. Your legs wil never 
move again, ninja, Your killing days are over” 


“Vi kil you for this!" D’Aragon yelled, 


“I'm going to call the police — don't run off 
anywhere,” Jackson said as he walked off the 
floor. 


“1 kill you for this! You haven't heard the 
last of Felipe D’Aragon of Shadoloo!" the 
ninja screamed after him, 


qq ay a] 


] 


OuOH 
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“Chapter I: 


Foolt but clench my hand and the world trembles! My agents 
are everywhere, longing to domy bidding, fighting each other for 
the right to serve me. You think you can stand before my 
Shadoloo army? Fahl And even if you somehow defeat my 
servants, you will stil have fo face me. Noone has ever defeated 
me — and no ane shal. 
M. Bison, Lord of Shadoloo 

Words cannot protect you against the inevitable hand of 
Justice! Fight whom you will, corrupt whom you may; you wil nat 
‘stand before me when I put an end to your tyranny. 

Ryu, Grand Master Street Fightor 

From the forests of Sti Lanka to the windswept crags of 
Scotland, from the back alleys of Las Vegas to the jungles of 
Brazil, Street Fighters gather to prove their fighting prowess. 
Driven by revenge, glory, honor or desperation, these men and 
women pit their combat skills against the best the world has to 
offer. Beneath the pall cast by the worldwide crime cartel 
Shadoloo, these blacktop samural strive to return hanor and 
respect to a world of corruption and senseless brutality. Wel: 
‘come to the world of the Street Fighter, where danger and 
adventure, glory and exciterent, are yours for the taking 

The Street Fighter storytelling game expands on the video 
game of the same name. It allows players to experience the 
triumphs and dofeats of these modern-day gladiators. With this 
game, you can do battle in a dark world where personal honor 
and skil are all that stand between hape and despair. 


War ts a STORYTELLING GAME? 


Storytelling games are like imaginary movies that you create 
with your friends. These games allow you and your friends to 
become larger-than-life heroes and to have adventures impos- 
sible in the real world, Games like Street Fighter are shared 
stories; each player creates part of a single, ongoing tale. 

One Street Fighter player assumes the role of the Story- 
toller the director and stage manager of your private movie. The 
player acting as Storyteller has the most challenging job, for she 
must bring the Street Fighter world to life. The Storyteller 
craits the tale, details the perils that the characters face and 
describes the rewards that are theits to win. The other players 
become actors of a sort, playing the Street Fighters. The roles of 
the players and Storyteller are explored in greater detail below. 

Storytelling games are creative outlets, and fun ones at that. 
The interaction and cooperation found in storyteliing games are 
hard to find anywhere else. Storytelling brings a whole new 


dimension to the classic Street Fighter characters, What are 
Blanka and Ken like when they aren't fighting? Does Ryu have a 
girlfriend? Does Chun Li have a boytriond? What would an 
honorable Street Fighter do if he saw a crime in progress? What 
{someone important to him were captured by Shadoloo? These 
questions and more are yours to answer. 

Nor are players limited to the roles of the World Warriors, 
Players may also create their own Street Fighter characters. 
While these beginning characterswill nothave the awesome skill 
and power of seasoned warriors like Guile or Ryu (at least not 
initially), they may attain fame and reftown of their own, These 
new characters are yours to create — their motivation, style, 
personality and goals are yours to define. 

Whether you play the famous World Warriors or create new 
Street Fighters of your own, you'll participate in adventures that 
move beyond the combat arena: forays into mysterious ruins, 
porilous clifftop chases, mad escapes through urban battle- 
fields and daring rescues from hidden fortresses, With Street 
Fighter, you can take your characters through any adventure 
you land your friends can conceive. Your greatest tool is your 
Imagination, and your only limits are the boundiaries that you set 
yoursel 

Although the Storyteller creates challenges and foos for the 
other players, the Storyteller and players are not antagonists, but 
collaborators. The challenge comes from inventing quests and 
battles to rival the big-budget action movies, not from beating 
each other. 


Renenper Wyen? 


A storytelling game is ike an adult version of the games we 
played as kids. Whon we ran around our yards and playgrounds 
pretending to be cops and robbers, or superheroes, or cow- 
boys, or astronauts, we were essentially actors performing a 
type of impromptu theater. We made up our lines, and the plot, 
‘as we wont along. The stories were usually pretty simple, butthe 
make-believe made it fun. 

Paying a storyteling game such as Street Fighter isn't 
much different. As a player of the game, youll create a character 
whom you will act out during play. The character will probably be 
‘a martial arts hero, possessing fantastic physical abilities and 
capable of wielding potent mystical powers (such as Ryu's 
Fireball or Dhaisim’s Yoga Teleport). While you're playing the 
gare, youll decide what your character is going to do next. 
You'll speak for your character and describe whathe does, And, 
When the going gets tough, you'll decide how your character will 
fight 

Unlike playground games, storytelling games don't involve 
running around or physical activity. Games are played indoors 
ata kitchen table or on your bedroom floor. You don't need a lot 
Of props or equipment to play; all you need are pencils, paper, 
and some 10-sided dice (these special dice are probably sold 
Where you bought this game; if not, they can be found in most 
hobby stores). You'll need enough space to set up amap like the 
‘one included in this book. so you can use the cutout figures (also 


bes the basics of playing a 
me. You have a Storyteller who knows the adven- 
time, and one or more players who pose as 


ee 
atieuigh prods of tveesa.ive pecpie: Astoryteling .enes of the adventure as the 
SAE A BRS pace De SAND te iecrbes bony oil porecind ee mans 
actresses who traveled from town to town in Europe during the lout figures (or metal figures if you have them) to display 
Middle Age) All payers buL one wl ake ie toes of specie 

Trarecise (cle aye cterecars): Ore isaac oF tie 
froupe wit become fe liyteler A Cautionary Nore 

poke 
= 


in this book) to show the action as 


ike to take turn: 


ome play 


igh it probably goes without saying, these games are 
mind, not live-action exercises. There are plenty 

nceptions about this habby: we at White Wolf want to 
s the point thal no physical combat is involved in the 
Street Fighter game. Gamers interested in pursuing the 
martial aris are advised to check into lessons at a reputable 
fe martial arts training has a lot to recommend it 
Although the most important part of playing a ing: erecta FGatuiae an ceemwert papoae Twinset 
game is tohave un, there are some rules. Inthearcade game, Fiomter. 's sheerly an imaginary pastime, Don’t act it 


distance, and her Roundhouse Kick inflicts a certain amount of LA 
Siaces joy peerless EyamPLe OF 
ighter siory, how anything you 


We've told you how a storytelling game is run; now we'll show 
.exampleofa Street Fighter storytolling 
oryteller, while Phil, Brian and Bill are the 
w the rules of the game, so references 
her example of play, given in Chapter 


How much damage does| 


ninjatake? Ishe 
Li hit him beto 

behind? This book provid 

work of rules to help you decide 
how story events unfold 


4 to help you understand what a storytelling 
game ental 


tan: Thanks for coming, guys. Your characters were ina lot 
ot trouble atthe end ofthe last game session. Can they get out 
ofitthis time? 

Brian: Of course we can, for Mindbender wil lead the way! 
(Mindbender is Brian's character.) 

Phil: Yeah, lke he led us into it in the fist place 

Brian: You's just jealous of Mindbenders intellect. 

Phil: Ha. Right. 

Bil: Allright, allright — lets play already. (turing tolan) So, 
want to recap last story? 

Jan: When last we met, your characters were surrounded by 
thugs — armed goons of Lord Smythe, the big-ime crime boss, 
Mindbender had led you to the wharves, where he believed an 
itegal weapons purchase was to take place — butit was atrap. 
They were expecting you, 

Brian: (speaking in character to the thugs)“ think you fools 
{aro about to make @ big mistake — you can't possibly calculate 
the consequences. But I can?” 

lan: (speaking as the thug leader) “Shut up o plug ya full 
‘of holes.” He waves a tommy gun at you. 

Phil: While the leader is distracted, | want to signal my cat, 
‘whois hiding inthe alleyway — remember? 

Jan: Uh, alright. Your panther ally? What signal do you use? 

Phil: | signal her to prepare to pounce. 

tan: Okay, make a rol. (lan makes Phil rot his character's 
ski on 10-sided dice; since you haven't read the rules section 
yet, well spare youthe details. Phil succeeds ntheroll Alright, 
your cat's crouching, readying to leap. None ofthe thugs sees 
her in the shadows, 

Bill; Dail (Bil's character) prepares to hit the closest guard. 
But fst he'l say, “I is said that only cowards use guns, my 
friend, Itis not wise.” 

lan: (speaking forthe closest thug) “Coward, huh? Want me 
to demonstrate some ofthis wisdom, hombre?” 

Bil: That jork! Dat punches him. 

lan: Okay, rol! (Combat ensues, and dice are rolled to 
determine whether the characters and thugs successfuly hit 
‘and damage their opponents.) Bam You hithim rightin the chin 
— CRACK! He falls over. 

Brian: Before the leader can react, 'm going to use my Brain 
Cracker maneuver to take him down, 

lan: Roll, (Again, the rules would determine whether or not 
Brian hit) Wow, your attack dizzies him. The sped of your blow 
stuns and confuses the other thugs. 

Phil: That's when my cat attacks! 

tan: She leaps trom the allay and ontoathug's shoulders. He 
‘screams and tries to dislodge her, but she's got her claws inhim. 

Phil: | don't want my panther to kill him, 80 Pantara (Phis 
character; players can play male or female characters, regard- 
less oftheir own gender) tes the cat to stop. 

fan: Well, she doesnt want fo, bt she minds you anyway. 
‘The thug is on the ground, pleading with you to keep the cat 
‘away from him. The other thugs drop their weapons and raise 
their hands in surrender. 

Bill: That was quick. Time to get some answers. (in charac- 
ter) Where are the illegal weapons?” 

Jan: (a a thug) "Hin the w-warehouse! Over there!” 

Brian: Mindbender will investigate! 

Phil: Wait a minute! What about these guys? 

fan: Did Pantara say that? Speakin character if ourcharac- 
ter is talking to Mindbender. 

Phil: Yes, she said that. 
Brian: “Oh, | suppose you're right. We must tie them up or 


Bill; ‘I saw a rope earlier, back by those crates.” 
fan: Good. Okay, you guystie them upandgo investigate the 
warehouse. 


Weill leave the scene here. That's all there is tot. Allit takes 
to have fun isa willingness to use your imagination, 


Tue Street Ficeter WorLD 


The Street Fighter storytelling game supplies the essen- 
tials for an exciting legend; you supply the imagination, inthis 
bbook, you will fing 

* A setting chapter detailing the world of the Street Fighters 
—the combat arenas, the audiences, the fighters themselves, 
and the conditions that drive them to pursue their violent arts 

* Complete rules covering action in and out of combat. 

+ Acomplete character creation system —how to create your 
own Street Fighters. 

* Full statistics for the World Warriors, allowing players to 
assume the roles of the incredible Street Fighters from the 
arcade game. 

* The martial arts styles of Sireet Fighters 
Kickboxing, trom Kabaddi to Karate 

* Special Maneuvers — over 100 super powers and ad- 
vanced moves thal separate experts from mere brawlers. 

* A storytelling chapter chock-full of story ideas — from 
action-packed duels to murder mysteries to treks through the 
deep jungle. 

* “High Stakes" — A ready-to-run story of greed and treach. 
ery in Las Vegas. 

* An Appendix loaded with background characters and 
enemies. 

‘White Wolf will release supplementary books detaling new 
characters, new settings and new styles. Nothing we provide, 
however, can maich the pawer of your imagination. Yours is the 
spark that brings life to the information in this book 


from Kung Futo 


* Chapter 


Tue Woetb oF THE STREET 
FIGHTER 


You are aboutto enter a world of danger. intrigue and heroism 
—aworld where crime cartels rule the streets and spies stalk the 
corridors of power. The stakes are high and the danger great, for 
‘an evil organization led by one man stands poised to seize world 
power. Only few warriors stand in this tyrant’s way. Welcome to 
the World of Street Fighter. 

This chaptor details the Street Fighter world. It also intro 
duces the World Warriors: who they are and why they fight. Last, 
but by no means least, this chapler offers a glimpse at Shadoloo, 
tho evil empire in the world of Street Fighter. 


Who are the heroes of this world, a wor ES es by under- 


world crime and powerful tyrants? They are the Street Fighters, 
the tough-as-nails combatants found all over the globe in the 
‘most unlikely places, continually forging themselves anew in the 
Crucible of baitle. That back-alley thug could be a Street Fighter 
‘as could that pretty girl who soaks up rays on the beach in the 
‘morning but punches a heavy bag all afternoon. Street Fighters 
have many faces and hail from many countries. Some Street 
Fighters aren't even fully human, such as the mutants who come 
{rom the farthest reaches of the unexplored world. 

Street Fighters aren't always heroes. Many. infact, are villains 
—thugs and assassins in the employ of underworld crime. These 
few bring shame to the honorable fighting arts, but nonetheless 
contro! many of the most famous fighting tournaments — in this 
world, power equals influence. Influence, however, isn't every- 
thing; self-perfection is a higher goal, and the ultimate key to 
victory, as Ryu, Grand Master of the Street Fighters, has proved. 

Many Street Fighters are unlikely heroes whose goals just 
happen to coincide with the path of honor. Vengeance is @ 
‘common Street Fighter goal, This vengeance is often fueled by 
M. Bison, evil tyrant and crimelord. Bison has a list of people 
waiting to take him down. This is easier said than done. for Bison 
is one of the most formidable fighters of all. Until some brave 
young fighter rises up and deteats Bison. the empire of Shadoloo 
will continue to inflict pain and misery the world over. 


Tue Wortp Warriors 


Certain Street Fighters are exceptional even among the other 
members of their profession. Those who excel above the rest 
have become legends among their peers and the fans. These 
are the 16 World Warriors, the Street Fighter Champions, All of 
them have fought hard to achieve their status. Lesser Street 
Fighters dream of induction into the ranks of the World Warriors 
With conviction, courage and a litle bit of luck, they one day 
might 


Cuanronsi Rott Catt 

Balrog: Once a popular heavyweight boxer, Balrog lost a 
fight ina controversial knockout. To restore his name, he entered 
Street Fighter competitions, quickly battling his way to the top 
ranks. Balrog wants fame and wealth more than anything; he 
grew up poor and has sworn to overcome this by becoming the 
‘epitome of the American Dream: a rags-lo-riches hero, Balrog 
has hired himself out as muscle for M. Bison and is willing to do 
anything to regain his fame — no matter how wrong It is. 

Blanka: From the steamy jungles of the Amazon he came, 
this bestial mutant with strange powers of electricity and Incred- 
ible combat expertise. No one knows where Blanka learned his 
Capoeira, but many say that he is self-trained, and that his 
electrical powers were taught him by electric eels. Sound outra- 
geous? Perhaps. But who truly knows the secrets of the deep 
jungles? Perhaps Blanka knows. 

‘Cammy: This highly skilled Brit's amazing reflexes and 
agility have enabled her to defeat opponents twice her size. 
When she's not practicing her Special Forces fighting against 
other World Warriors, Cammy is a British special agent, traveling 
the world on secret missions for Queen and country, She is new 
tothe championship, and no one knows just what ner full abilities 
are yet. 

(Chun Li: Chun Li's delicate appearance belies the power 
packed into her small frame. She is driven to destroy Shadoloo, 
the evil organization run by M. Bison, for she believes Bisonkilled 
her father. Now she wants revenge. Toward this end, she has 
mastered the art of Wu Shu. She is also a detective working with 
Interpol to cripple Shadoloo's operations. 

Dee Jay: When he's not jammin’ to a reggae beat on the 
arena floor, Dee Jay is perfecting his Western Kickboxing style. 
This flamboyant Jamaican hopes to be the ultimate entertainer 
— a fighter and musician. He’s already well on his way to 
‘stardom, having just joined the ranks of the World Warriors. Dee 
‘Jay's fans know they're in fora good show when their hero fights 
— the local band even lays down a beat for the fight. 

Dhalsim: Few know the mysteries of mind, body and spirit so 
well as Dhalsim, yoga master from India, Dhalsim has nearly 
perfected his existence and is almost ready to enter a higher 
state of consciousness, as did his predecessors. But he first 


needs to perfect himsetf through competition, testing his physi- 
‘cal powers and resolve to their fullest. There is no better place 
than in the Street Fighter arena. 

Fei Long: This famous Kung Fu action-film star renounced 
the gitter of the movies to pertect his Kung Fu. His movie fans 
were disappointed at first — then they saw him fight. His films 
ate nothing compared to his real-life battles. His style is amaz- 
Ing to watch. Fei Long is new to the championship ranks and is 
‘sure to develop some impressive moves as Ne perfects his art. 

E. Honda: At first, sumo wrestler Edmond Honda seemed 
like an unlikely Street Fighter, but he soon had his opponents 
reeling under the force of his Hundred Hand Slap, Nobody 
laughed anymore. E. Honda has proved to be one the most 
enduring World Warriors, and he keeps coming back to prove 
his sumo style to the world. 

Guile: A trained fighter pilot for the U.S. Special Forces, 
Guile gained the ability to hamess sonic powers after a super- 
sonicjetfighter test went wrong. This, in addition tohis expertise 
in Special Forces combat, vaulted Guileto theranks of the World 
Warriors, Guile’s true goal, however, isto destroy M. Bison, killer 
of Gulle’s bestfriend and army buddy 

Ken: Trained in Shotokan Karate by the legendary Gouken, 
Ken is one of the most famous fighters in the world. He's almost 
a household name in the U.S., the man every boy wants to be 
and every girl dreams of meeting. All the adulation in no way 
impedes Ken's training; he's always getting ready for the next 
big fight. 

Ryut The Grand Master Street Fighter. Ryu was, along with 
Ken, a student of Gouken, who taught Ryu and Ken the deadly 
Dragon Punch. Ryu has dedicated his life to one thing only: the 
perfection of his martial art. Ho beat Sagat in the Grand Master 
tournament and has since retreated to solitary study of his art 

Sagat: Once the Grand Master of Street Fighters, Sagat lost 
his title to Ryu and has burned with the need for revenge ever 
since, He wants his tile back, and to this end he has allied with 
M. Bison, hoping the dictator can lure Ryu back into the 
tournaments, He has been improving his Muay Thal kickboxing 
‘and has invented a deadly Tiger Uppercut in response to Ryu's 
Dragon Punch, 

‘T. Hawk: A most intimidating warrior, T. Hawk stands over 
seven feet tall. He 1s an expert in Native American wrestling 
techniques; his style Is said to have been taught to him by a 
Great hawk spirit. His tribal lands were taken away through the 
machinations of Shadoloo, T. Hawk has entered the champlon- 
ship for one reason: to take down Bison, 

Vega: This savato fighter and ninja master gained his 
peculiar style by fighting bulls in the pastures of his Spanish 
homeland. He combined what he learned with his sly ninja 
training to create a whole new style of Spanish ninjtsu. Besides 
his leaping and kicking, Vega strikes with a razor-sharp claw. 
He is extremely vain, even to the point of wearing a mask during 
‘combat lest his face be marred. Stil, Vega is a showman, 
rewarding onlookers with a vision of his beauty by unmasking 
When he wins, Heis also an assassin and has occasionally hired 
himself out to M. Bison, 

Zanglef: Although his homeland, Russia, is undergoing 
political upheaval, Zangief stands firmin his goal: toprove tothe 
World the superiority of the Russian physique. Toward this end, 
he wrestled grizzly bears in the wastes of Siberia until no beast 
could stop him. He is revered by the industrious people of 
Mother Russia — and his devastating plledtiver is feared by all 
contenders. 

M. Bison: The evil overlord of Shadoloo, M. Bison was 
dictator of Thailand before taking command of this criminal 
‘organization and raising itto the ranks of a world power. No one 


knows where he came from or where he leamed his daunting 
psychic powers, but all fear this evil genius, He now rules his 
‘own country, granting him diplomatic immunity to the laws of 
many governments, and he uses his dark powers to read the 
minds of world leaders, giving his crime organization an occult 
edge. However, Bison cannot read the minds of many Street 
Fighters because of their daunting self-discipline and inner 
mastery. This makes Bison very angry. 


Goals 


Every Street Fighter has a goal, some driving force that 
compels him to travel all over the world to go head-to-head 
‘against other fighters, Why does a Street Fighter do it? Why risk 
broken bones and contusions day in and day out? For some, the 
answer is vengeance, They seek revenge fora past wrong, and. 
fighting is the only way they can release their anger over this 
wrong. For Guile, it was the death of his army buddy Charlie 

The jungle vines reached out to trip him, the ahkle-deep mud 
tied to break his legs, and the heat fought to sap all his energy. 
But Guile didn't stop. He kept running, because behind him, 
back there in the jungle, were Bison's guards, searching for 
im 

He'd done what nobody else had ever done; he'd escaped 
‘rom Bison's foriied sanctuary in the jungies of Thailand, But 
he'd escaped alone, and for that Bison would pay; so Guile 
swore, 

He hadn't heard the guards for a while now. He'd finally 
outdistanced them: they had returned to their master empty- 
handed. Guile fell 1 his feet, tired from running and exhausted 
trom grief. Unable to contain himself anymore, Guile roared to 
the sky; "Chartieee!!! I'm gonna make them pay. Chariie! I'm 
gonna make them regret they ever captured us! They're gonna 
pay for what they did to you!” ‘ 

Guile stared back the way he had come, back where the 
{fortress stood, hidden in the depths of the thickest forests. He 
Would never forget the way, not even if years of growth and 
underbrush covered the path, One day, when he was strong 
‘enough, he would return. And then Bison would see some hell. 

Indeed, there are as many reasons to fight as there are 
fighters, E. Honda wishes to prove to the world that his sumo. 
fighting style is indeed worthy of acclaim. Zanglef wrestles for 
his country, to prove that Mother Russia can produce the 
greatest and toughest of children. Blanka seeks to know more 
Of the word outside his jungle and discover who he really i. T 
Hawk fights to save the land of his people. the Native Ameri- 
cans. Both Ryu and Dhalsim seek the ultimate goal of 
sell-pertection, whereby they can eventually tise beyond the 
need to fight. 

There are other, darker, goals, Notall fighters are sonable as: 
those listed above. Vega fights for vanity and kills for profit; 
Balrog fights for money and fame, not caring whom he hurts to 
{get it. And M, Bison fights for sheer arrogance, gaining Im- 
mense pleasure in beating the best who challenge him at his 
home base in Thailand. 

Every Street Fighter character should have a drive, or goal, 
which defines his purpose and aids the player in roleplaying 


that character. 


The perfection of style is important to every fighter. Style 
determines everything about a characters fighting techniques, 
from her moves to her stances to whether or not she prefers 


punches, kicks or grabs. The various fighting styles are detailed 
in depth in Chapter Six: Styles; they are summarized below. 
Boxing (Balrog): Classic heavyweight boxing is a favorite 
Americ Itrelies on de 1g punches to knock an 
ponent into submission. Boxers have very fasthands andcan 
s. They've also learned how to protect 


Capoeira (Blanka): This art was developed by Brazilian 
slaves. Forbidden to Jearn fighting, the slaves hid their practic- 
ing in their Thus, Capoeira resembles a mad, festive 
dance with many leaps and spins 

Kabaddi — Yoga (Dhalsim): Ap art involving physical 
n of the body, Kabaddi relies on mysticism and 
extension of one’s kicking and punching ranges. Itis a slippery 

tioners nimbly avoid blows. A single strike may lack 


Kung Fu (Fel Long): There are many styles of Kung Fu 
from monkey to tiger to praying mantis to eagle, Developed by 
Shaolin monks in a secluded monastery, this fighting form 


borrows much from the wisdom of animals and human sages. 
Kung Fu draws philosophies and styles from the vast panorama 
of Chinese history and myth 


Ler Drit (M. Bison): Little is known about this mysterious 
jorm developed by M. Bison, Combined with Bison's dark 
psychic powers, this is a devastating art. 

Muay Thal — Thai Kickboxing (Sagat): The power of 
s in the logs, and kickboxers develop powertul legs, 
1d. While this style is not very mobile, It has blindingly fast 


combinations. 

Native American Wrestling (T. Hawk): This art was, 
developed as a wrestling game among Native American tribes, 
but T. Hawk has shown that it can be @ dangerous art also, 
especially when wielded by one of his size and strength. Itrolies 
on physical prowess and a spirit attuned to nature 

Sanbo — Russian Wrestling (Zangief): An intimidat. 
ing style to watch, this art relies on brute strength and size, Its 
piledrivers and bear hugs can quickly end fights, 

Shotokan Karate (Ryu and Ken): A style involving hard 
blows and kicks, Shotokan Karate is a deadly fighting art 
developed in Japan, Its moves are straightforward and decep: 
tively simple, Most practitioners wear a gi, a Sort of loose jacket 
and pants 

Spanish Ninjitsu (Vega): This siyle, developed by Vega, 
involves agility and leaping. Its kicks rely on umpingmomentum 
land speed rather than leg strength. Special ninja maneuvers, 
such as wall climbing, also work to the fighter’s advantage. 

Special Forces (Guile and Cammy): This is com- 
mando training, designed to incapacitate an opponent quickly. 
It evolved from a hodgepodge of arts: boxing, jutsu, karate, 
etc. It involves many surprise blows 

‘Sumo (E. Honda): Sumo is mainly thought of as a specta- 
tor ring sport in Japan, but E. Honda has proved that it can be 
devastating in the Street Fighter arena. Sumo relies on strength 
and sheer mass, and involves grappling and slapping 

Western Kickboxing (Dee Jay): While this resembles, 
‘Muay Thai, it does have its differences, such as more spinning 
kicks and allowances for punches. 

Wu Shu (Chun Li): A wild, acrobatic and showy art 
developed in China. There are many substyles of Wu Shu, and 
many practitioners enter the Chinese Olympics to compete. 
Those who seek the toughest challenges, however, fightin the 
Street Fighter competitions. 
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drills are enough to drive away the weak and ensure thatonly the 
strong of heart, mind and body go on to enter the fray. 

However, not all students live up to these ideals; some 
become problem students and later turn against their, espe- 
cially if they have been infected with base desires, such as 
greed ar lust for fame, 


Hone: THe Cone of THE Steer 


Street Fighters live and fight in a harsh world with no quarter 
given. Inthe tournament ring, a Street Fighter has tofocus all his 
attention on his opponent; he doesn’t have time to worry about 
assassins in the crowd or outsiders trying to disrupt the fight 
The thrill of winning a personal combats everything to the Street 
Fighter — anyone who interferes with this by halting a fight or 
harming a combatant will face the wrath of both contestants. 

For this reason, it is fairly safe to fight a less-than-virtuous 
‘enemy in the ring, for everyone knows that if treachery is 
Involved, the one al cause will suffer for it, whether through the 
fists of other fighters or by boycotts. Thus, all Street Fighters give 
atleast lip service to honor. 

Honor is more than a code applied for the safety of fighters. 

is the guidepost on the path to perfection. Itis;acode that leads 
towisdor, which in tum allows.a fighter torise above the merely 
physical, to achieve perfection of form and transcend the 
world's boundaries 


Beenuing tHe Cove 


Few Street Fighters even consider breaking the code; the 
repercussions can be asi. A fighter who broaks the code sends 
a message to the world that he is dishonorable, untrustworthy to 
enter the ring with true fighters. In addition, no one wil treat him 
respecttully or trust him thereafter, He may tind himself ganged 
up on by thugs in an alley or kicked out of certain fighter 
hangouts. the isin rouble, tew will raise a finger to help him — 
ihe needs no code of honor, then he needs no friends, the 
reasoning goes 

However, some fighters get away with a bit more than others 
—Ideals aside, itis tough world, and some are wiling to honor 
treachery in retum for money or favors, This kind of activity, say 
the wisest, always backfires in the end, returning to the trans- 
(ressor tenfold what misery he has caused. 

Vega is an example of an honorable man in the ring, but out 
of the ring there are no holds barred — if he has an assassin's 
Contract on you, he will fulfil tin any way. Such is the honor of 
the ninja 

Balrog cares only about fame and glory, and will only follow 
honor as far asitwillhelp him get these things. Ifhe feelsa crowd 
will cheer at nasty and dishonorable biows, he'll throw them. In 
addition, he doesn't mind if his managers engage in organized 
crime, so long as he remains in the spotight. Indeed, the way he 
sees it, anything to get into the spotlight is excused. The ends, 
rot the means, are important. 

Of course, M. Bison breaks the rules all the time. 

Vespucci had worked long and hard to get this far, and now 
he was finally going to have his chance: a grab for the coveted 
position of Grand Master, a chance to beat M. Bison. Vespucci 
was puzzied why Bison had accepted his challenge when he 
had refused so many from his rank before. Bison towered over 
Vespucciin rank, yethad accepted the fight nonetheless. Could 
it be because he had heard of Vespucci's meteoric rise in 


renown among the fighting community? Vespucci hoped so, but 
he suspected something sinister in Bison’s acceptance, as ithe 
planned touse Vespuccimerely as a punching bag forpractice. 

He puthis fears behind him as the crowd began to mutter. He 
began his stretches, limbering himselt up for the fight. He had 
developed a fierce leaping kick from his practice in the Italian 
Alps. Even Bison would have fo beware his style, a variant of 
savate 

Then, the crowd cheered as Bison appeared on the arena, 
Vespucci stood up, ready tofight. Bison strutted forward, posing 
{or the crowd. Vespucci frowned in disgust; he knew the spec- 
tators were all threatened or cajoled to cheer, or else were scum 
who truly liked the dictator. Bison whipped off his cloak with a 
ourish and smiled evily at Vespucci. 

Then Vespucci heard a familiar voice in the crowd, calling his, 
name. Colina? Here? He turned and saw her; she was-standing 
between two evil-ooking men, obviously lackeys of Bison, She 
looked scared and they sneered at Vespucci, the threat appar- 
ent in their gestures. If he won the fight, they would hurt Colina, 
Vespucci felt faint — what had he gotten into? Why had he 
trusted Bison? : 

Vespucci's heart sank as the bell rang. He looked as Colina, 
{and then at Bison, He was trapped. Bison launched himself at 
Vespucci, twirling and crackling with his Psycho Crusher en- 
ergy. Vespucci was knocked back; he felt his skin burning all 
cover, singeing at the touch of the psychic energy, Though 
woazy, he tried to get up, 10 land a blow on his foe, But Bison 
‘came at him quicker than he imagined possible, A fist, crackling 
with dark power, landed in his stomach. Vespuce/ doubled over, 
the air knocked from his lungs. He jabbed as he fel, striking 
{Bison's chest. But it was a feeble blow, and Bison only smiled as 
his leg snapped upwards, catching Vespuci's falling chin, 
sending him reeling upwards. 

Vespucci landed a few feet away and got to his feet, but the 
world was spinning, He could only stumble about. The last thing 
he remembered seeing was a corona of blue, scintilating light 
‘surrounding a fist, growing larger and larger in his vision until 
there was a sharp smacking sound and all was dark. 

This is why M. Bison must be stopped. Is any fighter up tothe 
challenge? Make no mistake, though; M. Bison does not need 
such tactics to trash a fo8. His skills are considerable enough 


without distraction. 


Honor is not the only mark of esteem among Street Fighters. 
There is also Glory, the mark of a fighter's past victories. The 
‘more bouts a fighter has won. the more Glory he has accumu- 
lated in the eyes of the fighting community 

Glory is very important to Street Fighters, and carries a code 
of its own. A Street Fighter gains little Glory for besting those 
beneath him in renown, but can gain much by beating his peers 
—or even his betters, However, certain fighters ot high Glory will 
only fight others who match or at least approach them in skil. 
Ryu will not stoop to fight a young hotshot with only alittle Glory 
— he'd cream him in seconds — but he would accept a fight 
from his peers. the 15 other World Warriors. 

Glory is gained thraugh courageous and skiled fighting, and 
is the standard by which a fighter’s skill is judged. 


Teas 


“The most exemplary fighters, the World Warriors themselves, 
often act alone. Many up-and-coming Street Fighters, however, 


prefer to work in teams, cooperative groups of warriors. Teams 
are assets in many ways: in the case of multiple-round fights, 
team members can substitute for other members of their team. 
‘who are too hurt to continue into other rounds: in multiple- 
Combatant fights, teams are necessary to ensure that one 
fighter is not ganged up on by others; and finally, a team 
provides a fighter with allies who will help him achieve her own 
goals outside of the ring. Breaking into a drugiord's haciendato 
deliver justice can be lethal when attempted alone. 

A group of Street Fighter characters is called @ team, 
while @ group of players is called a troupe. Teams, like player 
‘groups, range in size from two to six or more, with three or four 
being optimal. The Storyteller decides how many members 
compose a Street Fighter team. While most of the team 
members will be characters run by the players, a few might be 
rnon-player characters run by the Storyteller, 

‘team needs a name, something that defines it and identi 
figs itto the fighting community. Not only do individual fighters 
gain renown, but teams do also. is the teams name which is 
spoken of highly or badly inthe bars at night, or around the ring 
itse. 


A team usually has a main goal, which can differ from the 
{goals of the individual members, One goal might be to “make it 
{o the Grand Championship Tournament," a goal which re- 
quires years of training on everyone's part; another might be to 
“destroy Shadoloo's crime network,” a seemingly hopeless task 
but one which might actually be possible if the team works 
together and tackles its goal step by step, city by city 


‘A team has got to stick together. Too much intemal friction 
‘among team members can disband a fine team —a tragedy for 
the fighting community, but a boon to the team's enemies. For 
this reason, all teams need a leader. This leader doesn't — and 
shouldn't — have to be a dictator; he or she should only step in 
and take charge when needed, such as for coordinating mass 
combats or for breaking up infighting 

Infighting, while inevitable, should be kept minimal. Conflicts 
should lie without, among the foes the team faces every tourna. 
ment, not within, among themselves. Nonetheless, a certain 
amount of personal conflict within the team can add spice toa 
storytelling session, especially if one of the characters objects 
to the leader. Remember, though, conflicts should be among 
characters, never players, 

Teamwork can make the difference between victory and 
deteat 

Starke finally landed the telling blow, sending the Duke 
‘reeling. One more hit would do it. He moved in quickly, seeking 
to land a blow before the Duke could fully recover, but then he 
hheard Kristy yell in pain. She was in trouble: Chang was laying 
a fury of kicks on her. if Starke didn't help her, she'd be down 
in seconds, and he'd have to face the Wu Shu freak and the 
Duke, 

It took Starke only a moment to decide. He leaped forward 
and up, coming down hard on Chang's head. Chang grunted 
and fell. Starke didn't let up, but threw a series of hard punches 
as Chang tried to stand. 

Then he felt a sudden blow to his leg. He'd forgotten the 
Duke! Starke stumbled and fel: the grinning Duke moved in to 
grapple him. But Kristy leaped on the Duke before he could 
finish, throwing the powerful kicks she'd learned in Thailand. It 


was too much for the Duke; he went down with a painful yell, 
collapsing onto the hard-packed dit floor. 

Starke spun around to face Chang, who was now advancing 
on him. Chang stopped, staring into Starke's angry eyes. At 
Starke's side, Kristy was positioning herself. Chang gritted his 
teeth. He knew he was in trouble now... 


Managers 


Teams are usually organized around a Manager. Teams 


with the free hot-springs vacation that came with the win. Ah, 
that would be nice. 

The phone rang and Albert grabbed it before the second 
ring. “Fight Pro Unlimited: Albert Schneider speaking.” 

“Mr. Schneider, this is Ms. Snodgrass with the Dawnlight 
Travel Agency. I'm sorry, but your credit card has been re- 
fused...” 

Albert let out a long groan. When would it ever end? 

‘More details on the Manager Background Trait can be found 
in Chapter Five. 


need a Manager to handle the various and sundry details 
associated with setting up tournament fights. The Manager 
finds out where the fight is, asks the team if they want 10 go, 
purchases the plane tickets, reserves the hotel rooms and 


TouRNAMENTS 


enters the team's name in the ranks of the tournament. Without 
‘a Manager, all the little details would overwhelm the fighters, 
leaving them little time to practice — an all-important activity 
when one is planning on pounding the mat with the best 
combatants the world has to offer 

Managers are almost always played by the Storyteller, but it 
is possible for one of the players to assume this role in addition 
to playing his regular character. However, because Managers 
‘are mainly business-oriented, they have litle time for adventur- 
ing between tournaments, Don't expect the Manager to explore 
the Aztec ruins with the team; he’s got tobe on the phone to Las 
Vegas, setting up the next fight. 

Some teams don't have a lot of money, in which case the 
Manager has to find creative ways of getting his team across the 
world in time to fight the Tibetan Finals. In addition, Managers 
are most olten initfor th money, and a team that has litle totter 
in terms of salary may not have a good Manager, just 
dosporate one. 

Of course, not all Managers need bs business-oriented, 
‘Some teams might have an Interpol chief as their “Manager,” 
‘especially if they are not lournament-oriented but instead travel 
the world fighting crime, A Manager could be a spiritual elder, 
such as a Native American shaman who aids the team with wise 
advice and gives then new resolve. 

Very rarely does a sensei assume the role of Manager, but it 
is possible, especially she is old and considers her adventur~ 
ing and fighting days to be over. Some teams have both a 
sensei, thelr fight trainer, and a business manager. 

Unless the Manager is also a sensei, his fighting skills are 
Usually poor. While a Manager may know a lot about the theory 
of martial arts, he doesn't have the time to practice. Most 
Managers do try to keep track of opponents and their styles, 10 
make sure that their fighters know what they are going up 
against and have time to prepare. A bad Manager throws his 
fighters into bouts without any prep work, which can turn out for 
the worst when they are paired against fighters who can exploit 
thelr weaknesses, 

Managers have a big responsibilty. 

Too much to do and so little time. t it's not calling the travel 
agency and arguing with that hag over the price of red-eye 
‘express tickets to Shanghai, it's searching a Ukrainian phone 
book for a cheap hotel. When does itend? Albert sat back in his 
chair and propped his tired feet on the desk. He'd been 
standing all day, making sure those idiot contractors laid the 
‘gym out to spec. His team had finally made some good dough 
— thanks to the reward given by that Siamese prince at his 
tournament, set up by Albert, of course — and it was gone 
almost immediately, Gymnasiums were damn expensive to 
build, 

Albert sighed. These were all just costs of the business, he 
knew —part of he job. Buthe couldn't wait til his team won the 
big fight in Kyoto, Then he'd finally have a chance to,rest, what 


‘Tournaments are veryimportanteventsin the Street Fighter 
world, They are the moments when a warrior can display his 
prowess, defeat his adversaries and gain the admiration and 
respect of his fans and peers. 

Tournaments are often major elements of many stories and 
adventures. For more details on tournaments, s8e Chapter 
Eight, : 


Anventurés oursibé THE RING 


Street Fighters have hectic lives; not only are they called 
upon to prove their skills in tournaments, but they often seek or 
are drawn inlo adventures outside the ring, Fighters or teams 
seeking to break the power of Shadoloo will almost certainly 
work toward this goal between tournaments, 

‘Such adventures provide the main roleplaying opportunities 
in the Street Fighter game. Tournaments are important for 
building skills and reputation, but adventures are important for 
‘achieving one’s goal, the force driving a Street Fighter onward. 

Countless adventure stories can take place in the Street 
Fighter world, from pulp-style, action- and suspense-packed 
clitfhangers to intrigue and strategy-heavy espionage mis- 
sions... 

‘Cammy stared in wonder at the sprawiing base below her, 
‘How in the world had Shadoloo managed to build a secret, high- 
tech base amid the mountains of the Alps without the British 
Special Agency finding out? Those boys in the intelligence 
network needed a real kick in the drawers; they'd really bollixed 
this one. ‘Bloody hell Cammy thought, if | hadn't stumbled on 
this during my ski vacation, who knows how long they'd have 
stayed in business? 

‘She meant to put them out of business, But todo that, she first 
had to get out. Getting in had been easy; she'd just disguised 
herself as one of the Majors little Page Three girls. The Major, 
the man who ran this base for Shadoloo, had a weakness for the 
blondes who came to the nearby resort on skiing ventures. had 
‘been simple for Cammy to play along with them when he invited 
themtohis “office.” The fool had never suspecteda British agent 
would infiltrate the base, because he knew it was secret. Well, 
thanks to him, it wasn't a secret any longer. 

Cammy heard a sound.behind her and felt something poke 
into her back. She gulped and tured around. A guard stood 
there, his submachine gun barrel aimed right at her. 

“What are you doing here, fraulein?" the guard said, 

“Er...1'm just looking for the, er ..the ounge! What kind of 
resort is this anyway, with no lounge?” Cammy replied. 

The guard looked confused. “Resort? Ah, you are one of the 
major's ‘quests,’ yes?" he said as he lowered his gun. 


“Yeah, tosser!” Cammy yelled as her leg drove into his 
stomach, bowling him over with a grunt. He collapsed onto the 
floor, unconscious. 

(Cammy looked around. “Now to find that exitand report back 
to HO...” 

More information on storytelling in Street Fighter can be 
found in Chapter Nine. 


Ge0GRAPHY 


How does the Street Fighter world ditfer from our own? 
Physically, they are nearly identical: the continents and cities 
are al in the same places, and national boundaries are similar 
However, there are some very telling differences. These are 


detailed below. 


Tournaments take place in arenas across the world. Experi- 
enced Street Fighters will become seasoned world travelers, 
learning more and more about the customs and ways of people 
all over the globe as they journey to and from tournaments, 

Aranas are typically foundin exotic and foreign locales. They 
can sometimes be unsettling for a warrior not used to leaving 
home. 

Hard Edge hated the stench of the place: fish, fish and more 
fish. He wondered if the ador would ever clear. He had always 
hated seafood and its smell, being a die-hard meat 'n‘ potatoes 
‘man. He looked around as he waited for his opponent to arrive 
for the tournament, 

The ramshackle village showed obvious signs of poverty. but 
held a certain charm nonetheless. The people seemed content, 
and they were all smiling, Excited at the coming fight, Hard 
Edge thought. Some ot them were stil’ docking their small 
fishing boats, tying up and rushing to the wood-slat walkway 
without even untoading their catch. Fights were popular here. 

Hard Edge leaned up againsta tree and almost immediately 
jumped back as he felt something slick and scaly move behind 
his neck. A boa constrictor! Wrapped around the tree as if it 
were some kind ofpet! What kind of beast wouldkeepa wild boa 
as a pet? Hard Edge shook his head and walked over o his end 
of the arena to stretch, 

The local shops were selling bottles left and right as people 
gathered in anticipation, Where the hell was his opponent, 
anyway? He wasn't late, yet, but it was odd that he wasn't here 
warming up, 

Hard Edge heard the snap of cameras and tumed to see 
some people already taking pictures. He naturally, almost 
unconsciously, began to pose. This would look good for public- 
ity after the fight. it wasn't every day that you got to fight a 
Champion, and Hard Edige meant fo get all the publicity he 
could out of his victory. He was sure he could beat this..thing 
they called a World Warrior. Hard Edge was an American, not 
‘something raised in the jungle like Tarzan, 

Suddenly, a crashing sound came trom the jungle. The 
crowd's babbling quieted instantly. Hard Edge tured to peer 
into the foliage, looking for the source of the noise. Itgrew louder 
and louder, accompanied by the sound of trees splintering. 
Hard Edge could see something there now, beyond the green, 
moving toward hi, 

Then, a huge tree rocketed from the jungle and landed with 
‘a ctash at Hard Edge’s feet. This was immediately followed by 


roar that sent chills up and down Hard Edge's spine, The roar 
of a beast. 

Blanka leapt from the forest and uttered another roar, head 
reared back and arms raised. His thick mane stood on end as 
electricity suddenly coursed through his body, crackling the 
‘zone all the way over to where Hard Edge stood. The crowd 
cheered and cameras clicked madly. 

And Hard Edge knew he had made a bad mistake in coming 
here. 

The arenas of the World Warriors are listed with each regional 
description below. 


oer AMERICA 


Street Fighting is popular throughout the U.S. and Canada, 
with tournaments taking place all over both countries, In fact, 
many managers are trying to make Street Fighting a recognized 
sport, much like wrestling or boxing. They've had lite luck thus 
far. Very few states or provinces wish to legalize such brutal, full- 
contact events. ~ 

Instead, Street Fighting has gone underground. Tourna- 
ments are held in secret locations — abandoned warehouses, 
private ranches, old parking garages, etc. Every week, another 
jaded millionaire sponsors a small tournament. While many of 
these underground tournaments are run by unsavory people, 
the tournament combat itself stays pretty honorable. 

This underground climate has led tomore criminaltie-ins, and, 
thus 0 Interpol investigation. Both the U.S.A. and Canad 
fervent supporters of international organizations such as Interpol, 
although |urisdiction is sometimes atricky issue, as the U.S. tries 
{oinvolve the FBI in Interpol operations taking place on U.S, soil, 

The U.S.A. is wracked by urban violence and crime. Itishero, 
moreso than anywhere else in the world, thatthe renegade crime 
leagues operate, defying M, Bison's plan for a united crime 
‘organization, The leagues of the U.S.A. and Canada are old 
Mafia families, unwilling to relinquish their power and control to 
‘an upstart organization, To this end, they try to "buy off" the 
police toignore the petty leagues while the law tackles Shadoloo. 
In addition, they often tty to hire Street Fighters as muscle 
‘against Bison's henchmen. The Las Vegas mob is angry that 
Balrog, who used to work for it, is now working for Bison, 

USA, Northeast (Ken's docks) —Thisharborisacentor 
‘of trade for the Northeast. Shipping, fishing and recreational 
vessels come and go. One particular dock, though, is reserved 
for special affairs: Ken's fights. Ken's old merchant marit 
buddies gather around to witness the fights, often selling tickets 
{0 fans and holding parties as they watch Ken fight. 

USA, Las Vegas (Balrog’s strip) — This glamorous 
arena, located just off Las Vegas’ Strip, is surrounded by 
casinos and neon lights. People flock from all over to be 
entertained in this city. Legendary shows to catch are Frank 
Sinatra, Tom Jones, and Balrog — few people want to miss @ 
Balrog fight on his home ground. Challengers are also invited to 
play a few games of chance in the nearby casino. 

USA, Southeast (Guile's tarmac) — The hot tarmac on 
‘a Southern military base is a popular spot to catch some gritty 
fighting. As jets take off and land inthe background, challengers 
can trade blows with Guile, Army pals and their gis often gather 
to watch the fights, and they'llinvte the winners and losers out 
to the local bars for a few drinks afterward, which often soothes 
the pain after a fight with Guile. 


Centeat AvERiCA AND THE Caegeeay 


Crimeis.big problem in Central America and the Caribbean, 
Corruption and bribery often extend to high levels of the govern- 


ment. Interpol is often stymied by political and diplomatic 
problems when trying to operate in this area, which allows 
Shadoloo and a few renegade leagues to smuggle drugs and 
‘commit other crimes with relative ease 

Jamaica, while nol as bad off as many of its neighbors, stil 
suffers from erime and government corruption. This only makes 
heroes like Dee Jay more popular, for his daring entertainer can 
take the people's minds off their troubles for a night. 

Mexico also hosts a growing number of potential Street 
Fighters, While the main sport here is Mexican wresting, featur- 
ingheroes garbedin garish masks, Street Fightinghas captivated 
many Mexicans, especially those who have witnessed T. Hawk 
in action 

Mexico (T. Hawk's square) — This colorful and pictur 
esque village is now home to T. Hawk, who was displaced from 
his reservation by Bison's treachery. He has made a lt of local 
friends, however, and they gather to cheer him on for every fight 
They area triendly bunch and willofter tasty fruits and local drink 
{or visitors to enjoy while watching the fights 

Jamaica (Dee Jay's joint) — A regular party spot for 
tourists becomes the joint to frequent when Deo Jay fights. A 
local reggae band lays down the rhythm for partying as people 
gather to watch the fists tly. Challengers are always invited to 
party belore and after a fight, and the music is usually enough 
to make losers forget the pain of their dofeat 


South America’s unexplored and mysterious jungles house 
exotic animals and plants, and equally oxotic native tribes. 
Rumors depicting lost cities of gold and other remnants of 
anclent civilizations aboundin the cafes and shanitylowns along 
tho waterways, tempting adventurous Street Fighters to quest 


forthem, Tales of strange mutants also abound, but most Street 
Fighters know the truth behind these tales: Blanka, the World 
Warrior 

Brazil is home to the greatest Capoeira fighters, many of 
whom now train hard in hopes of emulating Blanka. A growing 
number of local tournaments give these young hotshots a 
chance at glory 

Crime can be found hidden in thejungles, nthe form of secret 
smuggler bases or ex-Nazi hideouts. Intrepid adventurers must 
brave the secrets of the jungle to bust these places. 

‘Another problem is the rapid development ofthe rain forest 
wherein trees are cut down to make pastureland for cattle. This 
endangers world ecology and the very almosphere. Yet the 
governments continue to sponsor such activites. richly reward: 
ing those who can develop land the fastest. Rumors say thal 
‘Shadoloo is behind this, although for whal purpose is unknown, 

Brazil (Blanka’s fishing village) — This small lishing 
village along the Brazilian coast, near the mouth of the Amazon, 
has become a magnet for tabloid journalists, who flock in drov 
to buy the local villagers’ pictures of a beast called Blanka 
When Blanka fights, is an event forvlocals and visitors alike, 
While the nearby wilds can be daunting to city slickers, t 
vilagers are friendly and offer meals of broiled fish 


Street Fighting is not @ favored sport in Europe, being 
deemed too rugged and unciviized by the gentry. This has not 
stopped Cammy or Vega, however, nor whole groups of young 
fighters ready to prove their worth in tournaments, All hroughout 
Europe, the youth culture of the Street Fighter is catching on, 
causing many old diehards to shake their heads ang grumble 
about the problem of youth today 
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Minote East 
The Middle East is a land torn by religious and political 
conflict. Despite this, Street Fighting is barely known here, 
‘though rumors abound of a team of fighters developing a 
deadly style based on the dance of the whirling dervishes. The 
members of this team allegedly possess the skills of an ancient 
order of assassins supposedly dating back to the Holy Cru- 


sades. 
{now 

Even in this ancient and holy land of ascetic priests and 
‘enlightened monks, Street Fighting has gained a following, 
‘thanks to Dhalsim. The old fighting arts of India are experienc- 
ingarenaissance, Young villagers flock to the very few masters, 
desperate to learn the path of perfection through combat. 

India and the surrounding lands harbor many remote and 
‘strange sites, such as the mountains of Nepal, the jungles of 
Bengal, and mystic Tibet high in the Himalayas. Many locals 
believe that powerful mutants live in the highest mountains, 
isolated from the outside world. 

Crime is on the rise in India, thanks to Shadoloo, Bison seeks 
to corrupt the country and drain its mystical strength. He fears 
that here, within ancient temples and the minds of old priests, 
lie occult secrets which may enable others to deteat his psychic 
power's weaknesses, 

India (Dhaisim’s indoor temple) — Elephants line the 
walls of this temple, ready to trumpet for the winner of a fight, 
whether it be Dhalsim or otherwise. A cobra also resides here, 
ina large golden urn. The snake Is under Dhalsim’s complete 
control, so challengers need not worry. Challengers must travel 
far to reach the temple, for it is secluded in a hidden valley. 
Local villagers will not only help challengers find the tempie, but 
will offer hospitality and even advice pertaining to matters of 


Soumeasr Asi 


Asia has given birth to the most powerful and legendary 
fighters, for many of the martial arts developed here and grew 
to become not just fighting arts, but spiritual arts besides. 

In Southeast Asia, however, a great evithas arisen: Shadoloo, 
‘A small ltlo-known country rests deep in the South China Sea 
Mriganka, M. Bison's own kingdom, which he rules with an iron 
fis 

Bison founded Mriganka with the aid of his psychic powers. 
Using information obtained by reading the minds of certain 
people in power, Bison blackmailed his country into existence. 
Theworid courts and U.N, were forced lorecognize ts indepen- 
dent status, This wasamajor setback fr Interpol, the international 
police organization trying to destroy Shadoloo, Now, Shadoloo's 
‘main base Is protected within the borders of a small sovereign 
nation, with its own entry and exit visa requirements and petty 
bureaucratic red tape. Atternpts to fle complaints or to arrange 
{orinternationalinspections for human-rights abuses are quickly 
slymied by Bison’s petty rules and laws, 

Shadoloo is unreachable by legal means. For this reason, 
Interpol has begun recruiting teams of Street Fighters. These 
few valiant and bold individuals are willing to risk great danger 
to infiltrate Shadoloo, fighting Bison's minions and nearing the 
heart of the evil organization through tournaments. 

For some dark and unfathomable reason, Bison is obsessed 
with defeating Street Fighters. He cannot easily use his powers 
against well-disciplined Street Fighters, and for this reason, he 


‘must defeat them in the tournaments, {tis rumored that when. 
Bison beats 2 foe, this allows him to use his dark powers on that 
person thereafter. This may be the reason he hates Ryu s0 
much, for Ryu has never fallen to the dictator. 

Mriganka (M. Bison's base) — The smallisiand country 
of Mriganka houses Shadoloo headquarters and M. Bison’s 
arena. Only the greatest fighters in the world are invited toright 
here, Many of Shadoloo's minions and unwiling servants gather 
to watch the fights, and the guards often force them to cheer 
Bison on. Rumors state that @ vast underground base, with 
‘dungeons holding political prisoners, lies underneath the arena, 
{All the local towns and cities are secretly run by Bison, and any 
activity involving Street Fighters is always reported to him, 

Thailand (Sagat’s retreat) — A largo salve of the 
Buddha serenely overlooks Sagat's arena. In the distance, 
ancient temples can be seen, The silence is deep, broken only 
‘occasionally by the sounds of combat as Sagat trains toregain 
his title. The nearest village is a long walk away, and hospitality 
isnotcheap. The villagers are all poor, surly, and fearful of Sagat 
and M. Bison. . 


Cuma” 


China is home to one of the oldest civilizations on Earth, and 
the mark of tradition canbe seen everywhere. But change is also 
valued. This mix of ancient custom and vibrant modernity 
‘enliven places such as Hong Kong. 

‘Street Fighting is very popular here, especially in Hong Kong, 
where a movie industry avidly recruits hot Street Fighters, Fel 
Long was such a fighter, but he has recently given up his movie 
career to train. On the mainland, many hopeful trainees for the 
Chinese Olympics have changed their career goals and be- 
come Street Fightersinstead, finding something more meaningful 
in real action than in mere arena shows, 

‘Shadoloo also holds sway here, and many low-level bureau- 
ccrats and officials ara in Bison's pocket. Bison makes a great 
deal of money from such human-rights abuses as forcing 
political prisoners to manufacture goods for sale overseas. 

China (Chun Li's village market) — This market street 
{s ull of Chun Li's neighbors, kindly townspeople always willing 
to extend hospitality to visitors. Everyone loves to see Chun Li 
fight, and they all hope they she will soon avenge the death of 
her father. The eldest hope she will then settle down, but the 
younger villagers know better. The old men try to give similar 
advice to other fighters. 

Hong Kong (Fei Long's temple) — This beautiful 
temple has been carefully planned using Feng Shui, the Chi- 
nese art of geomancy, whereby good fortune can be predicted 
through meticulous study of the land. This gives Fei Long 
‘especially good luck when battling challengers here, Moving 
puppetry of mystical animals in the arena’s background often 
reminds Fei Long of special Kung Fustyles when he needs them 


most 

‘The ancient home of the samurai warrior, Japan has pro- 
duced the greatest Street Fighter of them all: Ryu, Thanks to the 
tutelage of Gouken, he has beaten all his opponents. and 
become the best ofthe best. He owes itto the simple and highly 
honorable values of his homeland. 

‘Thanks to Ryu's and E. Honda's success, Japanese Street 
Fighting is booming. as dojos across the country swell with 
people desperate to leam the fighting arts, 

But Japan has a shady underside: organized crime run by 
‘Yakuza gangs. Shadoloc has not yet gained complete control of 


all the Yakuza gui, but itis close. Many crime bosses have 
gone "ronin" and refused to follow the Yakuza oyabun, believing 
him to be a lackey for Shadoloo. In addition, many secret ninja 
houses refuse to kowtow to Bison 

Japan (Ryu’s dojo rooftop) — Ayu maintains an arena 
‘on the rooftop of a secluded compound in the Japanese 
countryside, He fights only at night, when the sky is clear and 
the stars are shining. This quiet time gives him a spiritual 
strength that helps him beat his opponents, He is a gracious 
host. however, and lets his challengers stay In rooms provided 
for them in the compound. He also leads daily meditations by 
tho springs nearby. Visitors leave with a deeper sense of the 
spiritual qualities in their martial arts. 

Japan (E. Honda's bathhouse) — This popular bath- 
house is a place of rest and practice for many of Japan's sumo 
wrestlers, courtesy of Edmond Honda. Fights take place on the 
slick tile floor by a large tub of water. Honda often invites 
challengers to relax in a jacuzzi before and after fights, tended 
by beautiful geisha giris 


Australia has not yet produced a World Warrior fighter 
although the sport is catching on here. in Outback bars, the 
drinks flows as mini-tournaments are held, run by bar owners 
desperate for new entertainment. 

The Outback holds rumors of a hot new fighter, a fellow who 
has somenaw learned powerfulkicks from kangaraos and weird 
magic from aboriginal shamans, Whether this mysterious fella, 
ithe exists, will show himself to the world remains to be seen 


The people who live near the arenas of the world add 
atmosphere to a fight, Each arena has a unique audience, in 
addition to any fans who travel to witness the combat. The 
people who host or attend certain tournaments and arena sites 
add character to the arena and provide many interesting 
roleplaying encounters. 

The way a Street Fighter deals with his fans is up to him — he 
can ignore them or devote lots of time to them. A Street Fighter 
who is good to his fans may find unexpected allies when 
needed. I he needs to chase down a fleeing crime boss, a 
nearby fan may even lend him his car. 

Fans may be necessary for the success of adventures 
outside the arena. For instance, an Amazon guide can be found 
hanging out near Blanka’s arena, and she may be the only one 
who can guide you into the jungle in search of that fabled lost 
city. Or the workers in Zangief's factory may be the only ones 
who know what's really going on with regard to that rumored 
UFO crash in Siberia, 

The Storyteller should feel free to make the people who live 
and work near an arena a vital part of any story. 


Very few people can be totally ruthless. Itisn't easy. It takes 
‘more strength than you might believe. 
— Enter the Dragon 

‘Shadoloo. The very word brings shudders to the downtrod- 

den the world over. Never has there been such an efficient 


organization of crime and terror. The world is slowly being 
wrapped in the tentacles of this evil organization's criminal ties, 
all masterminded by M_ Bison, ex-Thai dictator. Soon, all crimi- 
ral organizations will owe allegiance to Shadoloo. Once that 
‘occurs, Bison will begin to take over world governments, 
‘eventually achieving his goal as grand dictator of the world, 

No one knows much about M. Bison. When he was finally 
driven out of Thailand, he escaped justice and disappeared, 
Years later, he appeared again, this time heading a criminal 
organization and seeking to consolidate crime across the 
globe. Many people have felt the bitter sting of Bison's touch: 
Chun Li, whose father was killed by Shadoloo operatives; Guile, 
whose best friend was killed by Bison; and T. Hawk, whose 
reservation was disbanded in a scheme devised by Bison. 

Bison is recognized as the greatest fighter in the world 
except for Ryu, who has not given up his old title as Grand 
Master. Bison seethes with hatred for Ryu, lor Ryu represents all 
Bison stands against: honor, wisdom, self-sufficiency, and 
personal discipline, Bison is trying to lure Ryu into fighting 
again, hoping to defeat him and shame him before the world. 
However, he hates al of the honorable World Warriors and plots 
their dooms also. 


While the main base for Shadoloo operations is in Mriganka, 
numerous smaller operations operate throughout the world. 
Plans are continually implemented to advance Bison's goal of 
dictatorship. Criminals of alltypes andnations work for Shadoloo, 
some knowingly, some not. Indeed, most have no idea of the 
extent to which Shadoloo has consolidated world crime. Ifthey 
knew, they might turn against such a monstrous organization, 
afraid of too much power in one man’s hands. But they do not 
know, for ignorance is rampant among criminals, and paranoia 
prevents them ftom asking too many questions. 

Thus, the drug smuggling continues — and so do the bank 
heists, the embezzling, the blackmail and murder, allto feed the 
power of Shadoloo. 


Shadoloo has many minions, from underworld crime figures 
—dons, corrupt cops, petty thieves — to common mercenar- 
ies, hired guns and assassins. Anyone plying a trade amid the 
seedier aspects of human existence can gain employ in 
Shadoloo. 

Even some of the World Warriors have worked for Shadoloo 
(on occasion. Balrog has hired himself out as muscle to Bison, 
beating up a few people who were troubling Bison in business 
dealings. Vega has hired himself out as an assassin, killing a 
ew Third World politicians who threatened Bison's plans. And 
Sagat has pledged to help Bison in return for aid in defeating 
Ryu, These fighters may have gained immense glory, but no 
honor comes to those who work for Shadoloo. 


The Street Fighter world differs from ours in minor ways: 
crime organizations are stronger in many parts of the world, 
which in turn causes police and inteligence organizations to 
work harder to catch up. However, the criminals are better 
funded, and they grow richer and richer with every success, 
while police grow more and more harried, trying desperately to 
sever each tentacle of crime before it can strangle its victims. 

Police secretly value the Street Fighters, some of whom are 
outlaws, Many @ Street Fighter has been invited to become an 


operative for police or espionage organizations, to aid in the 
fight against world crime. This is rarely done openly, for fow 
organizations want to admit that they depend on violent and 
often egotistical individuals, Thus, few Street Fighters gain the 
proper acclaim for their activities outside the ring. However, itis, 
ot fame that is important in the end, but honor. 


‘Shadoloo has not been able to tighten its grip on all criminal 
organizations — yet. There are many small-time leagues oper- 
ating the world over, all trying to stay independent and avoid 
‘Shadoloo’s control. Thess “renegade" criminals, defying Bison's 
wishes, try to eke out a living hidden in the shadows, hoping 
Shadoloo will attract all police activity and thus leave them free 
toact 

Wars between these leagues and Shadoloo are not unknown. 
These often lead to bloody confrontations and gang violence in 
the city streets, Both sides attempt to manipulate law enforoe- 
ment into destroying the other group, Renegade crite leagues 
will sometimes try £0 hire or fool Stregt Fighters into defending 
them, waving the carrot of a shot at Shadoloo before them, 


One of the main themes of the Street Fighter storytelling 
game is the campaign against Shadoloo. This campaign is 
usually waged by busting up Shadoloo's operations or by going 
head-to-head with those World Warriors allied to it, Defeating 
‘Shadoloo will nat happen overnight, though, and may be next to 
impossible. Butit mustbe done, itnot by the characters, then by 
others. If not, Bison will win, and honor wil become meaning 
less. Al the ideals of martial ats willbe crushed by his brutish 
methods and tyrannical regime. 

Many types of stories can be told about Shadoloo, for crime 
has many faces. Chapter Nine has some suggested stories for 
those who would dare dely Bison, 

That Bison must be stopped is clear, Are you up to the 
challenge? 


uy Al 
AN 


‘All games have rules, Some games, such as Chutes and 
Ladders, have only a few simple rules. Others. like bridge, have 
many complicated rules. Street Fighter has something in 
common with both types of games — it has only a few simple 
rules, but you can use these rules In many different ways to 
describe what happens in a Street Fighter story, 

This chapter provides the basic rules of Street Fighter. 


Combat rules are presented in thelr own chapter later in the 
book 

{this is your first time reading this book, you may want to skim 
through this chapter. Doing so will give you an idea of what the 
rules are lke and help you learn same key words that youll see 
throughout the rest of the book. Once you know some of the 
‘ules and terms, the rest of the book will make more sense 

Finally, betore you read on, remember that all the rules exist 
tomake your story better. Rules should never become a distrac- 
tion fram the overall theme: enjoyment of the game. if a rule 
slows down game play or gets in the way of having fun, then 
Ignore it or change it 


Tie 


The firstthing you need to learn is how time passes in Street 
Fighter. There are six different ways to describe time, pro- 
gressing from the smallest unit to the all-encompassing one. 

* Turn. One unit of time within a scene, anywhere from three 
saconds to three minutes in length. A tutn is enough ime to take 
cone action (discussed below). 

* Round — A series of 10 turns. Most formal duels take one 
round, 

+* Scene — One compact period ot action androleplaying that 
takes place in asingle location. A scene is made up ofa variable 
number of turns (as many as it takes to complete it); it can also 
be completed strictly through roleplaying, which requires no 
use of turns 

* Chapter — One independent part of a story, almost always 
played in one game session. Itis made up of anumberofscenes 
Connected by periods of downtime 

* Story — A complete tale, with an introduction, buildup and 
climax, that often takes several chapters to complete. 

*Chronicle—A whole series of stories connected by the ives 
of the characters and perhaps a broadly conceived theme and 
plot. A chronicle is simply the ongoing story told by you and the 
players. 


Besides acting out their characters’ speeches and conver- 
sations, players will want their characters to perform (or atleast 
attempt to perform) actions they describe to the Storyteller. An 
action can be anything from jumping over a gorge to glancing 
‘ver one's shoulder to see if anyones following, The player tells 
the Storyteller what her character is doing and details the 
procedure she uses. 

‘Many actions are automatic — for instance, when a player 
tells the Storyteller that her character walks across the street 
toward the warehouse, All the Storyteller needs to do is keep 
track of where the character is and what she is doing. However, 
certain actions require a dice roll to determine success or 


There is always chance inlife, There's chance you'll win ti 
lottery, a chance you'l be audited, and a chance you'll die na 
plane crash. Chance plays a role in Street Fighter as well 
Howover, Street Fighter players use dice to simulate tho 
duplicity of Lady Luck 

Street Fighter requires the use of 10-sided dice, which 
youcan buyin any game store. f youare the Storyteller, you will 
want a lot of dice, at least 10, all to yourself, As a player, you'll 
also want dice, but you may share dice with other players. 

Whenever the success of an action is in doubt, or the 
Storyteller thinks there is a chance your character might fail, 
you will have to roll ice. This gives your character an opportu- 
nity to let weaknesses and strengths exhibit themselves, thereby 
revealing something of the character's true nature to both you 
and the other players, 


RaTInGs 


A character is described by her Traits — the innate and 
learned abilities and aptitudes she possesses, Traits are de- 
fined by numbers; each Trait has a rating from 1 to 5, which 
describes the character's ability in that particular Trait. One is, 
lousy; 5issuperb. Thisscaleof 1105 resembles the ‘star’ rating 
system made famous by movie and restaurant critics. 

‘You should consider the normal human range to be from 10, 
3. with 2 being average. However, exceptional people canhave 
Traits of 4 (exceptional) or 5 (superb), or even have a zero ina 
Trait (which is extremely rare but not unheard of). For example, 
a character with a Strength Attribute rating of 2 would be as 
strong as an average human being, while someone with a 
Strength of 4 would be exceptionally strong, 
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acter has in a particular Tr 


Each dot your 


allows you toroll one die in situations relevant to that Tr 
if your character had four dots in Strength, you would get to ro 
four dice. It she had one dot in P uid only g 
toroll one die. However, youalmostnever simply rollthe number 
of dice your character has in an Attribute, which defines her 
intrin sually you get to add an Attribut 
appropriate Ability. Abilities are another kind of Trait: they 
describe things that a character knows and has learned. 

So if the Storyteller wants the playors to roll to see if they 


notice the Shado| taling their characters, he would 
have them roll Perception + Alertness — an Attribute + 
Ability. They would take as n 


Perception and put them in the: 


ny dice as they had dt 
hands. Then they would tal 


as many dice as they had dots in Alertness and put those in thei 
hands also, 

These dice are collectively called the Dice Pool. The Dice 
Poo! is the total number of dice a player may roll in sing! 


— usually f 
Dice Pool in order 
one action. 

Many ire or even an appropriat 
Ability, An example of this is when a player wants to break down 
In such cases uses only an Attribute, rolling 
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rongth, 


Finally \ike Willpower and Chi have-both a 
permanent rating (shown with circles on the character sheet) 
‘and a current score (shown with squares), Whenever a charac: 
ter needs to perform a Willpower test, the permanent rating is. 
almost always used. Whenever a character has to spend point 
of Willpower (for example, to execute a Special Maneuver), the 

marks off one square from the Trait's current score. 


Diericucties 


Now you've got to figure out what you need to look for when 
you roll the dice, The Storyteller assigns each action a difficulty 
rating. A difficulty rating is always a number between 2 and 10, 
‘You need to roll that numiber or higher an at least one of the dice 
in your Dice Pool in order to succeed, Each time you do s0, it 
called a success. If the difficulty is 6 and you roll 2, 3, 5, 6 and 
9, you have scored two successes. Though you usually need 
only one success fo succeed, the more successes you score, 
the better you perform. Scoring only one success is considered 
2 marginal success (you hurl yoursolf over the chasm and 
barely grasp the other side with one hand; itwilltake you several 
onds to haul yourself up). Scoring three is considered a 
complete success (you gracefully leap over the chasm and 
tinue your pursuit without breaking stride). Scoring five is a 
‘omentous event (you soar over the chasm and land in frontot 
your fleeing foe). 

Unless the Storyteller says otherwise, the difficulty for a 
particular task is always 6. This is the standard difficulty, and 6 
Is assumed if a difficulty number is otherwise unstated. 


some Trait 


DieFicuemies 


You can see that ifthe difficully is lower, It becomes easier to 
score a success, while it itis higher, it becomes more difficul. 
The Storyteller will assign high difficulties whenever the action 
you have decided to take is difficult, and will either let you do 
somothing automatically (because your Attributes and Abilities 
are So high) or give you a low difficulty if an action is particularly 
easy 

Though they are not on the list above, you, as the Storyteller 
can also assign difficulties of 2 or 10. However, these should 
almost never be used. Ditticulty 2s so pathetically easy that you 
might as well let the player succeed without wasting time on a 
roll, Dificulty 10 is so difficult that thero is an equal chance to 
‘botch (described below) as there is to succeed, no matter how 
many dice the player rolls, An action with a difficulty of 10 is 
Virtually Impossible. On the rare occasions when you do an- 
ounce adifficultyof 10, be sure you realize how impossible you 
are making the chance of success. 

Some tasks are impossible tram the onset. These are left 10 
the discretion of the Storyteller. Ifthe Storyteller decides that a 
task is Impossible, it simply cannot be done. Bear in mind that 
an impossible task should be one which is obviously 80. Break- 
ingapencilin half should never be an impossible task. However 
if Chun LI wanted to pick up a tank and throw it at M. Bison, that 
task would clearly be impossible 


THe Rute of One 


The last thing you need to know about roling dice is the “rulo 
‘of one." Whenever you roll a "1." it cancels a success. It 
completely takes it away. You remove both the “success” dis 
and the “1” die and pay them no more heed, 

For example, Joe Is playing his own Street Fighter named 
Tsunami. Tsunami is trying to sneak past a quard dog into a 
Shadoloo warehouse. Joe rolls Tsunam's Dexienty Attribute (2) 
plus his Stealth Ability (2) as he tries to navigate quietly over a 
patch of broken glass (difficulty 6). He rolls four dice and scores 
1,3, Sand 8. Normally, Tsunami would have one success (the 
8), but he also rolled a 1, which cancels out the success. 
‘Tsunami fails the rol, and the dogs start barking at the sound of 
his footsteps. 

It you roll more “1's" than you do successes, a disaster 
occurs; something called a“botch” takes place. Don't count the 


“1's” hat canceled out successes, butif even single “1"is left 
after all the successes have been canceled, a botch occurs, 
Geiting a single “1” or five “1's" has about the same result in 
‘most cases; the circumstances surrounding the botch deter- 
mine if ts Catastrophic or a minor mishap. If there aren't any 
“1's" or successes left, you've simply failed 

For example, if Tsunami had rolled a 1, 1, 4 and 9, he would 
have botched. The first 1 cancels out the 9, and there is still 1 
leftover, s0it'sa botch. Not only do the dogs hear Tsunami, he 
also steps on the broken glass and cuts his foot 


Auronamie Successes 


You don't want to be rolling dice all the time; it can get in the 
way of roleplaying. Street Fighter employs a very simple 
system for automatic successes, thus freeing players from 
having to make rolls for actions characters could perform in their 
sleep. 

It works lke this: i he number of dice you have ia your Dice 
Poo! to perform a feat equals or exceads the difficulty of the feat, 
your character succeeds automatically. Such a success is 
considered marginal (the equivalant of gotting only one suc- 
cess), So sometimes a player will want to roll anyway in an 
attempt to gain even more successes. But for very simple and 
olter-repeated actions, automatic successes can eliminate a 
(ot of wasted time 

For examplo, let's say Joo wants to see if his Street Fighter, 
Tsunami, is able to find the Shadoloo file that's hidden some 
where within the corupt police chiet's office. The Storyteller 
informs Joe that he must roll Tsunami's Perception + investiga: 
tion against difficulty 6. Joe has a Perception Attribute of 3 and 
an Investigation Ability of 4 — seven dots total. The Storyteller 
allows Joe to use the automatic success system. Joe has seven 
dots ang his difficulty is 6, so Tsunami successfully finds the 
‘Shadoloo file, . 

‘Another way @ character can score an automatic success is 
‘by spending a Willpower point. You won't want to do this often, 
‘but it can be very advantageous to do so when seeking to 
accomplish certain difficult, heroic feats. Of course, the Will 
power expenditure only counts for one success if multiple 
successes are required. Also, even Willpower won't allow a 
character to succeed at a feat the Storyteller has ruled to be 
impossible. 

When we play, we usually use a combination of dice rolling 
and automatic successes, During most scenes — especially 
when we'te deeply involved in the story — we don't even roll 
ddice, preferring o roleplay without interruption through scenes. 
However, when we get in the mood for playing-a-game, rather 
then telling-a-story, we make lots of dice rolls and add many 
‘complications to the rules. 

The automatic success rule works well for abilities, but does 
not lend itself to combat, For combat, we recommend that you 
se the combat rules rather than the automatic success ule, For 
more information on combat, read Chapter Eight. 


Covuicanoys 


You may have already realized that itis Quite easy to score a 
singie success, even when you roll only one or two dice. You 
have about a 75% chance for a marginal success when you roll 
only two dice and the difficulty is 6. While that may sound too 
easy, there are various ways to complicate matters, some of 
which are discussed below. For troupes heavily intoroleplaying, 
simple rolls and automatic successes are enough, Generally, 
complications are used if the players or you want a break from 


the roleplaying, if you want a realistic result, or if you want to 
make a game out of the current story scene. Complications add 
drama to the story and create a depth of passion and focus. 


Extennen Actions 


Inorder to succeed fully, you will sometimes need more than 
one success — you will need to accumulate three, or seven, or 
even 20 successes (on rare occasions). An action that requites 
only one success is called a simple action, An action that 
requires more than one success is called an extended action. 
Extendad actions are not uncommon, but simple actions are the 
anes most frequently made. 

‘An extended action allows you to roll over and over on 
subsequent turns in an attempt to collect enough successes to 
succeed. For instance, your character is climbing a tree, and 
the Storyteller announces that a total of seven successes is 
required for your character to reach the top. She'll get there 
eventually, but of course the more times you roll, the more 
chances your character has to botch and injure herself. sho is 
attempting to climb down the tree because it is on fire, the 
amount af time it takes becomes exceedingly important. 

During an extended action, you can keep trying to obtain 
successes for as long as you Want. of at least until you fall to 
‘score even ane success. fou botch, your character may have 
to start over from scratch, with no accumulated successes, Alter 
‘a botch, the Storyteller may decide not o let the character try 
again at all 

‘This type of action is more complicated than a simple action 
and should not atten be empioyed in the middle of intense 
roleplaying. The Storyteller should decide what type of action is 
called for, 


Resisted ACTIONS 


Sometimes you will act in opposition to another character 
Both of youwill make rolls, usually at difficulty 6, The person who 
scores the most successes succeeds, 

However, you are considered to score only as many suc 
‘cesses as the amount by which you exceed your opponent's 
successes. The opponent's successes eliminate your own, just 
as "1's" do, Therefore, itis very difficult and rare to achieve an 
outstanding success ona resisted action. Eveni your opponent 
cannot beall you, sho can diminish the effect of your efforts. 

‘Some actions are both extended and resisted, requiring one 
of the opponents to collect certain number of successes in 
order to succeed completely, Each success above the 
opponent's total number of successes in a single turn is added 
toa success total. The first opponent to collect the designated 
umber of successes wins the contest. 

For example, Ken and Ryu decide to play tug-of-war. The 
Storyteller sets the difficulty at 6 and deciares that five total 
successes must be scored in order towin. Ken and Ryu both rolt 
‘anumiber of dice equal to their respective Strength scores. Ken 
scoras four successes: Ryu gets three. The Storyteller sub- 
tracts Ryu's successes fram Ken's, leaving Ken with one of his 
five needed successes. The characters will continue roling 
each turn until one of them accumulates five total successes. 


TeArwor. 


Sometimes characters can work together to collect suc- 
cesses, most offen during an extended action. At the discretion 
of the Storyteller, two or more characters can make rolls sepa- 
rately and combine their successes. They may never combine 
their separate Traits for one roll, though. Teamwork is effective 
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in some circumstances, such as in combat, shadowing en- 
emies, collecting information and repaiting devices, During 
others, It can actually be a hindrance, such as in many social 
actions (where it can confuse the subject). 


Teng fr Agaw 


It can often be frustrating to fail. you are having trouble with 
your computer and can't figure out the source of the system 
error, youl likely become rather annoyed. This frustration is 
roflected in Street Fighter by increasing the difficully of any 
action if itis tried again alter i's already been failed 

Whenever a character attempts an action she previously 
failed, the Storyteller has the option of increasing the difficulty of 
the action by one. Consider a character who tries to intimidate 
someone. If the first attempt failed, i's going be harder the 
‘second time around, so the difficultyis one higher. Iftried a third 
time, the difficulty 's two higher. In cases like this, though, the 
Storyteller might simply rule that the character cannot even 
make another try — how do you intimidate someone who has 
already called your but? 

Other examples of when to use the rule are: picking @ lock 
(Streetwise), scaling 2 wall (Athletics), and questioning an 
agent of Shadoloo (\nterrogation) 

‘Sometimes the Storyteller shouldn't invoke this rule. A no- 
table example is during @ car chase. Failing one driving test 
doesn't necessarily mean that the driver is frustrated and has a 
better chance of failing future driving tests. But after the driver 
has failed a couple of times, she may lose sight ofthe car she's 
chasing, 


Other examples of when not to use the rule are: seeing 
something out of the corner of the eye (Alertness), and fighting 
in the dark (Bling Fighting). 


Tue Gowen Rute 


Remember hatin the end thereis only one real ulein Street 
Fighter: there are no rules. You should fashion this game into 
whatever you need it to be — if the rules get in your way, then 
ignore or change them. In the end, the true complexity and 
excitement of the Street Fighter world cannot be captured 
by rules; storytelling and imagination are needed to do that. 
Indeed, these rules are not so much rules as they are guide- 
lines, and you are free to use, abuso, ignore and change them 
as you wish. 


Tey f Our 


Well, that’s it, These are the rules, This system for dice is all 
you really need to know in order to play this game. All the other 
rules are just clarifications and exceptions, As long as you 
understand what's been discussed here, you won't have any 
difficulty understanding anything else. If you don’t think you've 
‘caught everything, just read this chapter again; you'll find it 
makes more sense the second time around 


Exaptes oF Rous 


Following are some examples of rolis, to provide you with 
soma ideas on how to incorporate these rules info your 
roleplaying, Please note that each Attribute can work with each 
Abllity, so there are over 150 potential types ot simple rolls that 
fan be made 

* You threaten the young man by trying to lft him up by his. 
collar. Roll Strength + Intimidation (diiculty 6) 

* You want to break down the metal door that was just 
slammed in your face. You need to roll Strength (dificult 6). 
You must accumulate six successes in order to break it open 
enough to slip through 

* You want to ascertain the style of your next opponent. Roll 
Inteligence + Style Lore (difficulty 6) to figure out what stylehe’s 
practicing. 

* You want to get an edge on your opponent by determining 
his strengths and weaknesses. Roll Perception + Insight (diff- 
city 6) to view some of his Combat Cards. 

* Alter being questioned for hours, roll Stamina + Subterfuge 
to see if you can successfully maintain your story (difficulty B). 
Five successes completely convince your interrogators, 

* The people before you are hostile, but also friendless and 
in trouble. Roll Charisma + Leadership (difficulty 8) to see ifyou 
can find a way to lead them from pefil. You need to collect at 
least five successes before they'll truly trust you, 

* How long can you remain motionless in the bushes as the 
two guards chat for hours on end? Roll Stamina + Stealth 
(difficulty 7) 

= You try to analyze what's wrong with the car engine by 
listening to the strange sounds itis making. Roll Perception + 
Drive (ditficulty 6) 

‘* Suddenly, a man pushes a crate out of the van you have 
been chasing — roll Wits + Drive to see it you can avoid hitting 
it (dificulty 6). 


Game TerMs 


Ability: A Traitthat describes whata character knows and has 
feared rather than what she is, Abilities are Traits such as 
Intimidation, Drive and Mysteries. 

Advantages: This is @ catch-all category that describes the 
Techniques, Special Maneuvers and Backgrounds of acharac- 
ter 

Attribute: A Trait that describes a character's inherent apti- 
tudes. Attributes are such things as Strength, Charisma and 
Inteligence. 

Botch: A disastrous failure, indicated by rolling more "1's" 
than successes on the 10-sided dice rolled for an action. 

Character: Each player creates @ character, an individual 
‘she roleplays over the course of the chronicle. Though "charac- 
ter” could imply any individual, in Street Fighter itis always 
used to describe the players’ characters. 

Chi: This important Trait measures the charaéter's inner 
spiritual strength ! 

Dice Pool: This describes the dice you have in your hand after 
‘adding together your different Traits. Its the maximum number 
(of dice you can rollin one turn 

Difficulty: This is a number from 2 to 10 measuring the 
difculty of an action a character takes. The player needs to rll 
that number or higher on at least one of the dice rolled. Unless 
mentioned otherwise, an action’s ditficuity is always 6. 

Downtime: The time spent between scenes when no 
roleplaying is done and tums are not used. Actions might be 
taken, and the Storyteller might give some descriptions, but 
‘generally time passes quickly, 

Extended Action: An action that requires a certain number of 
successes for the character to succeed, 

Maneuver: Any combat action. Maneuvers are usually writen 
down on Combat Cards for speed and ease of play during 
combat. A maneuver can be any of the nine Basic Maneuvers 
‘of a Special Maneuver. 

Points: The temporary scores of Traits such as Willpower, Chl 
and Health — the squares, not the circles, 

Rating: A number describing the permanent value of a Trait; 
most often @ number from 1 to 5, though sometimes a number 
from 1 to 10. 

Resisted Action: An action that two different characters take 
against each other. Both compare their number of successes; 
the character with the most wins. 

Scene: A single episode of the story; a time when and place 
where actions and events take place moment by moment. A 
scene is often a dramatic high point of the story. 

Simple Action: An action that requires the player to score only 
one success to succeed, though more successes indicate a 
better job or result. : 

Storyteller: The person who creates and guides the story by 
assuming the roles of all characters not run by the players and 
determining all events beyond the control of the players. 

Special Maneuvers: The advanced punches, kicks, etc: that 
Street Fighters learn through intense training. Many of these 
Special Maneuvers require considerable skill in a particular 
Technique before they can be learned. 

Trait: A Trait is any Attribute, Ability, Advantage or other 
character index that can be described as a number (in terms of 
dots), 

Troupe: The group of players, including the Storyteller, who 
play Street Fighter — usually on a regular basis. 

World Warrior: The creme de la cremeot Street Fighters. The 
World Warriors are masters oftheir styles. 


Before you can beginto play Street Fighter, youmust creat 
‘character. You may, if you wish and the Storytellor permits, run 
Cone of the established World Warriors. Itis often more satistying, 
however, to custom-build your very own Street Fighter. Creating 
a character from scratch is half the fun of the game. Building a 
compelling yet honest characteris a creative struggle for even the 
most experienced among us, 

This chapter describes how to create a unique character, 
beginning with a general concept and translating this concept 
Into numbers usable in the game. This process is very simple; 
players can easily figure it out for themselves. However, the 

Storyteller should have a good grasp of the process in order 
‘answer the playors' questions quickly and accurately 

The numbers on the character sheet may not seem particularly 
evocative, Its hard to Imagine a novelist describing a character 
by saying, "She has a Charisma of 4.” However, these ral 
make it simple to describe the strengths and weaknesses of @ 
character. More importantly, these numbers allow the random 
factor created by dice to be employed inrelation tothe character's 
Traits. A strong character has a better chance to break down 
door than a weak character does. 

Character creation usually follows a pattern from the general to 
the specific. First, you develop a general concept of who and what 
your character is —is she more socially or mentally developed? 
—and then get specific by selecting the ratings of your Traits 
how effective are your Charisma, Manipulation and Appearance? 
Do not use this process to create the “best” possible character. 
that defeats the whole purpose of making up a really interesting 
individual, These numbers are intended to enhance roleplaying, 
ot open an avenue to some mythical character Hall of Fame. 

‘Character creation is alot ke cooking: you've got to gather the 
ingredients, stir and whip them together, and then let the mixture 
bake for a few hours. You start by deciding what kind of character 
youwant. Are yougoing tobea street-hardened punkorarichand 
somewhat spoiled debutante? Did you complete your training in 
an expensive dojo or in a cave somewhere in the Appalachian 
Mountains? The background and personality of your character 
are the essential ingredients of his persona, From your basic 
cancepts, you can then start to work out the details, such as 
Alributes and Advantages. 


GETING Stet 


You need to be aware of five concepts before you begin to 
create your character; 

* You can createa character of nearly any a 
or nation; however, you begin the game as an inexperienced and 
unknown Street Fighter who has only recently graduated from his 


‘school of Sensei. Your character probably knows relatively litle 
about Street Fighter sociely unless she was instructed by a 
Manager or Sensei 

‘This character creation process was designed'to help you 
develop an exciting character and provide you with a means to 
Interact with the rules. The process of creating a character is 
‘meant to help you focus the concept of your character, Remember 
hal a character is not just a bunch of numbers, bul part of a story, 

** This character creation system is a purchase system with 
absolutely no dice rolling involved. By choosing Traits from a 
variety of lists, you decide your character's capabilities. You will 
receive extra points called “ireebies” at the end of the process, 
which you can then use to add dots to any Trait, so do not agonize 
over all your choices. Nonetheless, even with freebie points, you 
Probably cannot buy everything you want 

A Trait of 1 is poor anda Trait af 5is superb, sof you have only 
‘one dot in a Trait, you are elther not very good ar only a beginner. 
Tralts are based on an average human range. Street Fighters differ 
trom “normal” humans because of the extra abilities and powers 
iney posses 3 

* It is your responsiblity to create a character who fits into the 
group. f you fallto cooperate with the others and disrupt the story 
because of it, you will have to create a new character, Life as a 
‘Street Fighter is far too difficult for hatred and anger to exist within 
a team, sometimes survival itself depends on team members’ 
ability to work together. 


Rove oF THE STORYTELLER 


As the Storyteller, you must guide the players through the 
character generation process. After your players arrive for the irst 
game session, you need to introduce them to the basic premise of 
the game and describe the rules system. Your main goal should 
be to make things easy for he players. they are beginners, keep 
things as simple as you can; et them discover the intricacies of the 
system on their awn. 

Start by passing out the character sheets, and give the players 
a minute to examine them and ask questions about them. Then go 
through the character creation process step by step, filing in all 
the details of the characters’ Traits. 

{tis usually advisable to Spend an entire game session creating 
characters, This ensures that players don't feel rushed and that 
they take the time to make complete, flesh-and-blood characters, 
not paper-thin stooges. Once you have finished the practical 
details of character creation, you can spend the rest of the game 
session conducting a prelude for each character. A prelude is a 
form of abbreviated storytelling in which you tell the story of a 
character's life up to the present. Preludes will be the players’ 
mtroductions to the chronicle and their characters, so make 
judes memorable. Preludes are described at the end of this 
pter. 


Cuaracter Creation CHART 
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Styles are described in Chapiar6.. © 


+ Capoeira — This art was developed by Brazilian 
slaves. Forbidden to learn fighting, the slaves hid their 
practicing. in thelr dancing. Thus, Capoeira resombies 
Imad, festive dance with many leaps and spiis: 

Initial Chi: 2 Initial Willpower: 5 

* Kabaddi — An art involving merital manipulation ot 
the body, Kabaddi combines the niysterious powers of 
youa with martial arts. Its practitioners contort themselves 
and lithely avoid blows. It may lack faw: power, Dut tis 
unparalleled in versatility 7 

Initial Chi: 5 Initial Willpower: 2 

* Kung Fir — There are many styles of Kung Fu; fom 


Dilettante — nist, witer, intelectual, gambler, 


$ rifter — Hobo, ‘Cowboy, hermit, 
$ Entertainer — Comic, musician So 
Spee: vic, ‘musician, actor, 


chao die Matos, ca berger, 


= Aborigine, Third World resident, 


*Punk— Cin, 
Ciassie"7os pur "28he. ararchiat skinhead, 


monkey to tiger to praying mantis to eagle. Developed by » $ 


Shaolin monks in a secluded monastery, this fighting form 
bartows much’ from the wisdom’ of, and. human 


{animals 
Sages. Ithas a long history nChina, from wich it draws + 


Philosophis and styies, 
| Initial Chi: 4 Initial Willpower: 3 
+ Native An Wrestling — This art was 
developed as a wresting game among Native American 
tribes, but 7: Hawk has’shown that it can be an elfective 
combat art, especially when practiced by one of his size 
and strength. it relies on physical prowess and a spirit 
attuned to natuie. 
Initial Chi: 3. Initial Willpower: 4 
+ Sanbo — An intimidating styie to watch, this Russian 
wrestling atrelies on brute strength and size. hs piledrivers 
and bear hugs can quickly end fights, 
Initial Chi: 1 Initial Willpower: 


* Wu Shu — A wild, acrobatic and showyart 
i China There are many variants of Wu 
practitioners enter the Chinese Olympics 
those who seek the, 
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TECHNIQUES 


baa Grab, 
8. B.S unc, Kick, Hook 

Iso Technigu! 
tote eight dots at 
Athietics and Focus. 


SPECI Maneuvers 


See also Chaptot Seven: Special Maneuvers, beginning 
on pg. 105, 

Purchase Special Maneuvers. arith your seven points, us. 
0 tne lst Given in Chapters sie (Style Summaries) and 
Seven (which describes ai Special Maneuver: 


8). Remember, 
Cra ate has discount Powers listed under each style in 
hapter Si. 
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Step One: CHARACTER Concert 
«you wits down a single th 9 v 


ing that will be 
During the character creation proce 
J adjust this concept, but at least it gives you 


ample, your concept could be, “I 


h Jajdeud, 


Street Fighter. Even if your character alw: 
BM vsvcly nad bet . 
mm = may decide your character w 

as 


the exci 

the underworld arenas, She 

rying to find the training she needed to stay 

s. Deep amid the Tibetan Himalayas, shi 
ige needed, 


and arguably the most important element of 
your character's style of martial 
ribed in Chapter Six represent the 
0 Street Fighters. Other styles 
jpplements (or. like Boxing, pre 
we recommend that you 
from Chapter Six. 


Aa 
ING ATTRIBUTES 

start assigning numbers. The frst step in this 

to determine your character's basic Attributes. The 

are everything a character naturally, intrinsically is. 

w quick are her reflexes? How persuasive 

ich as these are answered by the 


prioritize the thre 


different categories of your 
character's Attributes — Physi 
cal, Mental and Social, Yournust 
decide in which category your 
character is best (primary), in 
which he is average (second: 
ary), and in which he is poor 
(lertiary), Is your character more 
physically than socially oriented 
ongerthanhe is hand 


Physical Attributes embody 
everything that has anything to 
do with physical effort. They de 
scribe how strong, agile and 
hardy your character is, and are 
the primary Attributes of an ac 
tion-oriented character — the 
Physical Attributes concern only 
the strengths and weaknesse: 
of the body, Is your character 
brawny. nimble or sturdy? 

* Social Attributes describe 
your character's ability to relate 
to (and sometimes use) others, 
Social Attributes aro vital in de 
termining first impressions, the 
character's ability toinspire and 
motivate people, and the nature 
of her interactions with others. | 
your character charming, well 
spoken or good-looking? 

* Mental Attributes represent 
your character's mental capac: 
ity, including such things as 
memory, perception and the 
ability to leam and think, Is your 
character insightful, astute or 
er? 

Your character's concept may 
suggest to you what your priori- 
ties should be, but feel free to 
any scheme you please, 
For now, your concept should 


be very general — itis necessary to paint a broad, sweeping 
outline before filing in the details. 

All characters start with one “dot” in each Attribute, Your 
priority selection determines how many dots you get to spendin 
each category. You may divide seven dots among your 
character's primary Attributes, five dots among her secondary 
‘Attributes, and three among her tertiary Attributes, Thus, you 
may choose to add seven dots to your character's Physical 
Attrinutes, five to her Mental Attributes, and only three dots to 
her Social Attributes, The dots may be divided among the 
Attributes of a category as you see fit — you could assign all 
three at your Social Attribute dots to Charisma, one dot to each 
of the three Social Attributes, or two dots to one and one dot to 
another. 

Later in the character creation process it is possible to 
increase these ratings, so don't worry too much. Let your 
intuition guide you 

Boginning characters may not have an Attribute higher than 
5, Players may, however, through their character's hard work, 
spend experience to buy more than five dots later in their 
characters’ careers. Many of the World Warriors have more than 
five dots in some Attributes. See Experience, pg. 65 in Chapter 


Abilities delineate what your character knows rather than 
what he |g; thoy describe the things he has learned rather than 
the things he cannaturally do, Al Talents, Skills and Knowledges 
aro Abilities. 

Each Ability your character possesses is assigned a rating 
representing the character's aptitude in that particular area 
‘This number is used to determine how many dice you roll when 
your character attempts to us® an Ability, This section of the 
rules guides you in determining what Abilities to choose and 
how high or low to rate each Ability. 

Abilities are divided into three different categories: Talents, 
Skils and Knowledges. Each type of Ablity has different char- 
acteristics, 

* Talents describe all the intuitive Abilities. Talents do not 
need to be practiced per se and cannot be studied or learned 
from a book; they are mast often gained through direct exper 
ence, Doos your character possess a lot of common sense? 

* Skis are Abilities learned through rigorous training. This 
category includes any Ability that must be learned step by step 
through actual practice, but that can be taught and studied 
(unlike most Talents). Is your character good at learning things 
through practice? 

‘* Knowledges include all the Abilities requiring the rigorous 
application of the mind. These Abiities are generally leamed 
through school, classes, books and teachers, but can be 
acquired through experience. Is your character educated; does 
he have a good memory? 

You must prioritize these Abilities in the same way you 
prioritized the Attributes. You must decide in what order to rank 
your Talents, Skills and Knowledges, choosing in which cat- 
fegory your character wil be above average (primary), in which 
she will be average (secondary), and in which she will be below 
average (tertiary) 

You get nine dots to spend on your character's primary 
category, seven for the secondary category, and only four dots, 
for the tertiary category. 

There is one additional restriction: you cannot give your 
character mote than three dots in any one Ability (later. how- 


‘ever, you can use your “freebie” points to gain four or even five 
Gots in a single Ability). 


Step Four: Abvantaces r 


You do not prioritize or rank the different categories of 
Advantages. You instead have a designated number of dots to 
assign within each one. Though this number is fixed, you can 
purchase additional dots later with “freebie” points. 


BACKGROUNDS 
You get five point to vide among the 10Background Traits 
You have only five points to allot, and some Storytellers may 
restrict access to certain Backgrounds. Your Background Traits 
should fit into the general scheme of the concept originally 
chosen. 


Téctwnques =. 


You start with eight points to divide among the different 
martial arts Techniques. These Techniques are similar to the 
different maneuvers common in the Street Fighter coin-op. 
‘You cannot begin with more than three dots in any one Tech- 
nique. However, you can supersede three dots by spending 


Specune MANEUVERS 


Each character starts with seven Power Points to spend on 
‘Special Maneuvers. Each style charges lower costs for Special 
Maneuvers commonly used by that style (see pg, 106). Special 
Maneuvers begin weak at lower levels, but become much mora 
potent at higher levels, 

Players are encouraged to choose wisely when picking 
‘Special Maneuvers, The lower-cost Special Maneuvers may-not 
‘seem So tough at first, but remember, it took Ryu years of 
training before he mastered the Dragon Punch. More Power 
Points may be added with “freebie” points or bought later with 
‘experience points. 


Sie Fe Finisting Toucues 


Often the most important stage of character création is 
‘applying the last louches — the little details and flourishes that 
complete the character. In this step you gain your 15 “freebie” 
points, enabling you to add more dots to any of the Traits on the 
‘character sheet. Belore you spend these points, however, you 
must record the base scores for your character's Renown (Glory 
and Honor), Chi, Willpower and Health. 


RENOWN 


Renown comes intwoditferentforms: Honor, a Street Fighter's 
personal code; and Glory, how revered the Street Fighter is by 
other Street Fighters. Honor and Glory each have a permanent 
rating (the dots on the character sheet) and temporary points 
(the squares). 

Rlenown is awarded for roleplaying a character's actions. 
Whenever a Street Fighter does something honorable, such as 
keeping his word even though it endangers him, he gains 
temporary Honor points. However. ihe commits a dishonorable 
act, he may lose some points. Likewise for Glory: besting an 
‘opponent causes the winner to gain temporary Glory points, 
while losing a fight may cause the fighter to lose Glory points. 
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Appearance 

YYour character's appearance makes her Traits visible to 
‘other characters. You should turn the concept and relevant 
Traits of your character into aspects of her appearance. High 
Intelligence can become a clear, piercing gaze. An explorer 
concept could mean the character wears khaki clothes and has 
a rugged appearance. It is much more evocative to say, “My 
eyes are always unfocused, so | always seem lo be staring into 
space,” than to say, “I look absent-minded.” 


Equovent 


Itthere are any possessions or pieces of equipment you want 
your character to have, you should work out the details now. 
Otherwise, you will have to acquire the equipment during the 
‘game, This can take time and is not automatically successful 
Almost any piece of mundane equipment that fits your concept 
‘can be obtained, provided your character has sufficient dots in 
the Resources Background, 


Quiexs 


By giving your character quitks (interesting personal details 
and anecdotes), you can add a great deal of depth and interest 
to him, Write a few sentences on the back of your character 
sheet describing the strange and possibly interesting things 
that define your character, A quirk could be a twisted sense of 
humor, a gentieness toward animals, or a habit of grunting when 
answering yes to a question. 


Monivantons 


Many Streat Fighters are primarily motivated by fame and 
money, but evan these Streat Fighters have other motivating 
factors. You should decide what motivates your character to get 
into the arena and risk injury to amuse the screaming hordes. 
‘The more evocative the motivation, the more it will help define 
your character. 


Nowa (DeNTITY 


‘A final Important thing you should consider about your 
character is her identity in normal society, if any. You can’t fight 
seven days @ week, so what do you do between fights? Do you 
work as a bouncer bar, or take classes at a local college? 
How do you manage to maintain your double life? 


What sets you apart in the ring? What makes people remem 
ber you? Victory is certainly a big part, but how you handle 
Victory is also remembered. Do you raise your hands and cheer 
‘or do you quietly tum your back on your opponent? Do you roar 
victory cry of give your unconscious opponent a big smooch? 


ExAmpte of Cuaracree 
G 


Andrew decides to make his first Street Fighter character. 
With a copy of the character creation outline in front of him, he 
sets 10 work. 


Step One: Concert 


‘Andrew must frst develop a concept for his character. He 
decides he wants fo play a former street tough, one who has 
worked hard to get off the mean streets. Andrew decides that 
his character took up Kickboxing foster discipline and toughen 
himselt for anything. Andrew decides to call him Tyrus Jackson, 
(Tyrusisthe brother of Maurice, the character from the introduc 
tory story. Both characters were used in playlest stories.) 


The next step is to prioritize Tyrus’s Attributes, Andrew 
makes the usual choice for Street Fighters, selecting Physical 
‘as the primary Attribute category. He decides that Tyrus'slifeon 
the streets has made him a tainly sharp guy, so Andrew selects 
Mental as the secondary Attribute category, Social, then, is 
tertiary. 

‘Andrew first divides the seven primary dots among Tyrus's 
Physical Attributes, Because Tyrus spends a lot of time in the 
‘gym, practicing his moves, Dexterity is he best choice for many 
of the points. In fact, Andrew opts to put three points in 
Dexterity, giving Tyrus a score of 4 (remember the one free 
staring dot in every Attribute Trait), Tyrus also lifts weights, so 
Andrew puts two dots in Strength, giving him a score of 3. 
‘Andrew thus places the remaining two Physical pointsin Stamina, 
making Tyrus a fairly sturdy guy (score of 3) 

The secondary Attribute category is tackled next, Tyrus has 
eared to think and act fast, 6o Andrew turns first to Wits. Here 
he places three points, making Tyrus a very aware guy (Wits of 
4). One point goes into Perception, to reflect that Tyrus has. 
Jeamed to watch out for trouble, and the last point goes into 
Intelligence. 

The tertiary Attribute category of Social is easy to settle, 
Besides, with only throe points to spend, Andrew can't do 
much. Andrew places two points in Manipulation, to reflect 
Tyrus’s ability to make someone listen when he talks, and the 
fast point in Appearance. Andrew reasons that a rating of 1 in 
Charisma is okay; Tyrus doesn't care if anyone likes him, 


Ste? Three: Azumes 


Andrew must now prioritize Tyrus's Abilities. Instead of doing 
this right away, Andrew scans the character sheet and starts 
‘checking off Abilities he thinks Tyrus’ should have (he does not 
have a free starting dot in every Ability Trait as he does with 
Attribute Traits). I soon becomes clear that most ofthe points 
{are going to be spent in Talents, so Andrew chooses it as 
primary. 

‘Tyrus has nine points to spend. You've got to be alert on the 
‘streets, so Andrew puts two points into Tyrus’ Alertness. He puts 
another two points into Intimidation, because Tyrus’ has had to 
ook tough often enough just to save his skin. He puts two points 
in Streetwise; Tyrus knows the streets well, even if he doesn't 
like them, Tyrus is also good at guessing fighting styles, 60 
Andrew puts one point into insight. He puts the last two points 
into Subterfuge, because Tyrus has had to fast-talk his way out 
of some situations. 

‘Andrew chooses Skills as his secondary Ability category; he 
has seven points to spend. He puts two points into Blind 
Fighting, because he's had experience fighting in dark alleys. 
Another point goes into Security; Tyrus has sometimes had to 
break into buildings just tofind a place to sleep. He puts one into 
Drive (for obvious reasons), and twointo Stealth, because Tyrus 


has had to move quietly a fot of times to avoid trouble. The last 
point goes into Survival. 

‘Andrew has only four points to spend in Knowledges; he 
decided to make this tertiary since Tyrus didn't have @ lot of 
schooling. He puts one point into Investigation, figuring Tyrus 
has watched a lot of TV cop shows, He puts one into Medicine, 
because Tyrus has had to patch himself up a number of times 
affer some heavy fights. The last two points go into Style Lore; 
Tyrus has studied a number of diferent martial ats styles 


Step Four: Aiwaeeces 


Next comes the category thal defines what Tyrus can actually 
do as a Strect Fighter. First. he has five points to spend on 
Backgrounds. Andrew makes sure Tyrus Nas the Backgrounds 
that most obviously define the character. Two points go into 
Allies, because Tyrus has met many friends at the gym and on 
the streets. One points is spent on Contacts — a newspaper 
reporter Tyrus has befriended, Andrew puts another point into 
Manager, to represent that someone has taken an interest in 
Tyrus' fighting. The final point goes into Resources; Tyrus has 
won a litle money in his fights 

Andrew then moves on to Techniques. He places three points 
in Punch, three in Kick, one in Grab and one in Athletics. Tyrus 
|s not well rounded, buthe’s very good at punching and kicking. 

Nex\, Andrew chooses Special Maneuvers for Tyrus. He has 
‘seven points to spend, The most inexpensive option for him is to 
buy the moves in which his style specializes. Because he is a 
Western Kickboxer, he tums to Chapter Sixtofind the Kickboxing 
Powers. He decides to start off with a Slide Kick (2 points). He 
thon buys a Spinning Back Fist (1 point) and a Spinning Knuckle 
(3 points) With his remaining point he buys a Combo Maneuver, 
linking his Jab with his Slide Kick (he figures to move in quickly 
with alight punch and follow that up with a kick to knock down 
his opponent; the Slide Kick has a Speed advantage ot +2 when 
itfollows his Jab). 


The next step is to assign beginning Renown, Ty 
concerned with his reputation among other Street Fighters than 
he Is about his own conduct. Stil, personal discipline is impor- 
tant to him; without it, he'd never get off the streets, So, Tyrus 
puts two points into Glory and one point into Honor. 

Andrew tecords his initial Chi of 2 and his initial Willpower of 
5 (because Tyrus's style is Western Kickboxing). 

Now Andrew gets to spend Tyrus's 15 “freebie” points. He 
decides to buy a Jump maneuver for four points (Jump costs one 
Power Point; four freebie points buys one Power Point). He also 
Uses another tour points toturn his Gombo Maneuver intoa Dizzy 
Combo Maneuver. Andrew wants Tyrus to dish out some heavy 
damage with his blows, do he spends five points to add a dot to 
his Strength (he now has a rating of 4), He puts Tyrus" last two 
‘points into Willpower (giving him a Willpower of 7). Tyrus isready 


Loowine Aveay 


In the process of creating a character. you have hopefully 
become ready to roleplay that character. An important part of 
the character creation process is the attachment that develops 
between you and your character, enabling you to play the role 
creatively and with purpose. Nurture your empathy for your 
character —if she is at all different from you, it might not come 
naturally 


The process of character creation does not end with the 
beginning ofthe first story, fora character never stops growing, 
changing, developing and maturing, As the chronicle 
progresses, create new personality traits and historical details. 
Use your experience wisely to develop your Traits, Seek to build 
your character's Willpower and increase het Chi, and always, 
always add more and more flesh to the bare bones listed on the 
character sheet. The true essence of the character can only be 
captured in your roleplaying; it can never be listed upon the 
character sheet. 

‘Most importantly, you should think of ways in which the 
personality of your character might change because of the 
‘events that occur in herlife, and then guide her accordingly. Let 
her determine her own fate. Never force her to conform to your 
earlier conceptions of who and what she should be. 

|fyour character ever bores you, it's probably because you 
havenot developed and changed her enough over time. ideally, 
the character simply grows more real as you playinthe chronicle, 
‘developing as a character ands a person. The way a character 
‘changes reveais as much about that character as the way she 
|s described. A character in a short story is rarely as real and 
‘complete as one in.a novel — there simply is not enough time for 
proper development, Make your characters as complete, vital 
‘ang interesting as you possibly can throughout the course of the 
chronicle, 

Novelists often speak of characters in their books coming to 
life, refusing to be manipulated or directed by the writer. This 
ype of character stands out from the page and says, “Leave me: 
alone, I'm real.” He then does as he will, regar f the 
author's original intent, We can learn much from this experience 
— tis the epitome of what makes a great charact 

Remember, though, that this is a game. While itis tun to play 
‘a Bruce Loe type of character, youshould keep in mind that this 
(8 a game. By no means isit real, 


Tue PReLuDE = 


Our past defines us most clearly, for it best indicates what we 
might become. The purpose of a prelude is to give each 
character a past, thus allowing the future to be told. A prelude 
Js, In fact, a form of one-on-one storytelling in which the story of 
a character's life is told. 

The prelude is @ way to create character biographies before 
the chronicle actually begins. It is quite similar to normal play, 
except that many years are compressed into a series of rapid- 
fire decisions. The personal biography a player creates in the 
prelude will be relevant throughout the chronicle, and you may 
well refer to it frequently, 


Tue Ric Tecumgue 


Each player undergoes the prelude alone, It is one-on-one 
unless two or more characters were friends or spent alot of time: 
together before they became Street Fighters, While you, as the 
Storyteller, spend time with each player separately, the rest of 
the troupe can socialize and start fo get excited about what lies 
ahead. Anticipation can make a story blossom, 

During the prelude you need to direct the player much more 
than usual. Give him lots of decisions to make, but rush every- 
thing and don't give him much time to think, You need to play 
through things quickly, unless you are willing and able to spend 
more time (which can enable the creation of very detailed 
characters). When (ori) characters engage in combat during 
the prelude, simply describe the results of any fights; don't siow 
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‘down the action by making dice rolls. The prelude is meant to 
be fast and loose. Rules are for later, more detailed, sessions. 

During the time you set aside for the prelude, give the player 
a chance to interact with both the setting and the rules. If the 
layer wants to change a few Traits during the prelude, you 
should lethim, so long as itis done for a rational reason and not 
a an attempt to create a super-character. 

There are many ways to progress through a character's life: 
any way that helps mola complete characteris fine, During the 
course of the prelude, you should explain the full background 
of the character, including the identity of her Manager and the 
location of her Arena (both are Backgrounds discussed in 
Chapter Six). The player should thoroughly understand the 
details of her Background Traits 

You should play through one or more typical scenes from the 
characters Ife to give the player @ sense of how the character 
lived. You can get the player into her life as @ Street Fighter by 
showing her the bland tedium of the character's prior existence, 
Remember, it is the mundane that gives scope to the magnifi- 
ent. 

A prelude can proceed something lke this: “You finally finish 
a grueling, 10-hour workday and want nothing more than to go 
home and sleep. After spending an hour in traffic, you finally 
«lim up the five floors to your apartment. You try your key in the 
lock, but it won't work. Then, you hear a noise in the room 
beyond — someone's in your apartment. What do you do?” 

‘As you describe things, let the player interrupt with her own 
ideas and details. You are telling a story together, so treat the 
player more like a partner. You can also include details that 
provoke the player into feeling the emotions of her character — 
"Your father is in a coma in the hospital,” Once the character 
joins a team to become a Street Fighter, she can't freely visit the 
hospital anymore. Her father may want to speak to her, but the 
character may be in another country fighting, The player needs 
to ool a protound and overwhelming sanse of the sacrifice and 
dedication necessary to walk the path of the Street Fighter. 


Questions AN Answers 


Described below are some questions that should be an- 
swered by the end of the prelude. If there is no time for a full 
prelude, you should at least make an effort to answer these 
Questions. It often helps to write out the answers, even it you 
have undergone the full prelude, 

With each question we list what sorts of things the player 
should ask himself, as well as some advice to the Storyteller on 
how to run the prelude in relationship to the question. 

+ How old are you? 

How old are you now? 

Nis often easier to apply dates to events in the prelude after 
the prelude is over. but itis also worthwhile to establish some 
important dates during the prelude. The prelude should begin 
at one of the important dates for the character, preterably an 
event in his youth. One main purpose of the prelude isto put the 
character's lfe in perspective, so setting dates and establish- 
ing character age are very etective. 

+ When did you decide to practice the martial 
arts? 

Have you always had an interest in the martial arts? Did you 
startyour training for defense or for self-discipline? Whatimpact 
did the training have on your personality? What made you 
choose your particular style? 

‘You should find out what motivated the character to train in 
the martial arts. Maybe he started training because of a bully, or 
for some other reason that could inspire an interesting story 
later in the chronicle, 


Perhaps the character, having always imagined that he and 
healonemade the decision totrain, discoversin alater story that 
it was actually his Sensei who chose him. 

Who was your Sensei? 

Did you search long for your Sensei? Did he choose you to 
‘undergo his private tutelage? Was your Sensei a kind and wise 
‘monk or an old and crabby ex-fighter? Do you stil know your 
Sensei? 

‘The Sensei is the person who started the character on the 
path of the martial arts. She helped shape and mold the 
‘character into what he is now, The role of the Sensei should have 
a huge impact on the growth of the character, for good or il 

You will need to create the Sensei if she is stil a part of the 
character's life or he chose the Sensei Background, The Sensol 
may have done more than teach the character martial art. 
Carefully develop the relationship between teacher and stu- 
dent, for it will have an Impact on the character's future, 

+ Why did you decide to become a Street Fighter? 

Was it for fame and glory, or for another reason? Was it easy 
for you to enter your first compatition? Did you win? 

The character's intial entry into the Street Fighter world may 
\well have influenced how he feels about his style, the sport and 
‘Shadoloo. His first match should be both a learning experience 
and a way to prove his worth to his peers. His first fight could 
decide how others view him as both a warrlor and a person, 

‘The first match should be the character's rst real look into the 
dark and sinister world of Stroet Fighting. He should fee! lke his 
life has changed forever, for both good and bad, He should 
‘realize thal there is a price for this new and wonderful iestyle 

+ When did you meet your team? 

Do you get along with the other characters? How long have 
you teamed with them? Did you meet through a Manager or 
another way? Do you share the same goals? 

I's important, but in the end not necessary, that characters 
be compatible. Many good stories can be based on rivalries 
among fighters. 

However, few players find it entertaining to waste a game 
‘session because none of the characters can getalong.Itis more 
entertaining for the players, and you, if the playors ara som 
what compatible, Trytogive the characters areason to cooper 
Maybe the characters want revenge on Shadoloo; maybe they 
just want the fame and money. Once you give them a reason to 
stay together, it becomes easy fo establish meaningful connec- 
tions among characters, These links have to mean something to 
the characters, and the best time to establish such depth and 
history isin the prelude, 

+ Where do you live now? 

Do you have @ house or do you move from city to city? Do you 
live with your team? Do you live with friends or farnily? 

The character's dwelling not only makes an interesting set- 
ting, but can provide plot seeds. itis important for the character 
to establish a residence. " 

+ Do you maintain a normal life? 

Do you fight fulltime? Do your friends know about your 
vocation (or avocation)? 

The character's normal lite can be very important to the 
chronicle. The player may find ithard to keep his combats secret 
from friends or the local police. Problems with the character 
trying to maintain two lifestyles could make for interesting 
stories. 

+ Has Shadoloo given you any problems? 

Has Shadoloo given you a hard time? Have the syndicate's 
agents “asked” you to lose a fight or even to fight for it? Have you 
ever angered a Shadoloo agent? 


Shadoloo controls most of the underworld, if the characters 
oppose it, theiriives will becomemuch more periious. Shadoloo's 
opinion of the character could change the pace ofthe chronicle. 

+ Why do you fight? 

What keeps you entering the ring? Do you fight for fame? 
Glory? Money? Honor? Do you want to leave your life as @ Street 
Fighter and return to your simple nora life? 

Getting in the ring and trying not to have one's head bashed 
in take a lot of work. A complete character has goals that 
motivate his combats, These goals are important to the Story- 
teller, as they give her an idea of what sorts of stories to tell, 


Tue Teas 


There are also some quostions that should be answered by 
all the playors, after all the characters have completed their 
proludes, Get everyone together and let them tackle these: 

+ Where is the team based? 

In what city or country is the team’s base located? 

* Does the team have trainers? 

What kind of trainers does the team use? What kind of facility 
do they possess? 

+ What are the goals of the team? 

What are the goals uniting the characters, and what mot 
vates them? (Money, fame, glory. revenge on the Shadoloo, or 
a corrimon enemy?) 

+ Who are the team's enemies? 

Who are the team's main opponents, and what are their 
strongths and weaknesses? (The Shadoloo, other fightors, a 
‘government, the mob?) 


Reasons FOR TEAMS 


‘What is the main reason tor the team’s foundation? Sugges- 
tions ar offerad below. 


Touennwrenr Ten 


This is probably the most common reason why beginning 
Street Fighters band together. Many low-level tournaments will 
only accept teams of fighters, because beginning fighters do 
not have enaugh Honor or Glory to call attention to the tourna- 
iment by their individual appearances there. Established teams 
ot Street Fightors draw more attention than individual fighters, 
This is especially true ifthe team has a capable manager anda 
common image that draws attention to them. 

For example, Malcolm Stonehands is a novice Street Fighter 
fromthe USA who practices Western-style boxing, When Malcolm 
goes to a tournament, he doesn't bring much fan support or 
attention with him. However, if Malcolm is a member of a team 
‘of American fighters who all claim to fight for national pride, then 
the team (and therefore the tournament) might get more atten- 
tion 

Most tournament teams ate groups of fighters who share the 
same style or nationality, but some highly successful teams 
have lately emerged that combine a variety of fighting styles and 
national origins, Many of the novice-level tournaments have 
team vs. tearm rounds, and teams that have a variety of fighting 
styles tend to pertorm better in these rounds. A variety of fighting 
styles gives a team added flexibility, enabling it to defeat teams 
whose fighters all rely on speed or strength or a particular 
special power. 


Corton Goat 

Groups of Street Fighters can also be linked by a common 
goal. For example, both Guile and T, Hawk seek revenge 
against Shadoloo and M. Bison, This common goal could keep 
‘the two World Warriors working together until they fulfill their 
combined mission of vengeance. 

Other groups of Street Fighters might all seek the same bit of 
martial arts knowledge. The world of Street Fighter is filled 
with martial arts legends and rumors of special powers, powers: 
that can only be learned from certain teachers or certain long- 
Jost books or ancient pictograms sketched on the walls of a 
secret jungle cave. For example, the characters may have all 
heard that a Tibetan lama atop a remote Himalayan peak can 
‘still teach the fabled Scorpion Kick, but only to those who find 
the teacher and pass certain tests, Each character may even 
have a different clue to the teacher's whereabouts, and thus only 
‘by combining their knowledge can the characters hope to find 
the secluded master and learn his deadly Scorpion Kick tech- 
nique. The quest for martial knowledge can unite otherwise 
diverse characters, . 


Sane Sme 


It the players all choose characters who learned the same 
style of martial ans (even if each character has different special 
‘powers and techniques). itis possible that al of the characters 
wore taught by the same Sensei or come from the same dojo 
(training hall), temple, gym, or military camp, Practicing the 
same style gives the characters a natural bond, no matter what 
their Individual motivations may be; their early training will have 
forged strong bonds of friendship and mutual respect. The 
characters may even band together to form a tournament team, 
or to share a common goal — for example, to find their Sensel, 
who has mysteriously disappeared. 


Pranic Your Q 


Finally, you've created your character and familiarized yourselt with 
the basic rules. You're ready to sit down and play. When you do, the 
‘Storyteller should have already prepared an adventure outline for you 
to play (he may use the one in Appendix Two ofthis book for your fist 
{game session, so don't read it). You won't know anything about the 
‘Story until i begins to unfold as you take your character through it 

‘When you play your character try to put vourselt inher position, her 
‘mindset. tyour character isnot very smart, then play her that way, even 
‘though you, the player, are smart. your characteris headstrong or shy 
‘or honorable, then try tomake your character do and say things that are 
inline wih her personaly, not our own real personally, The better you 
‘enact the role of your character, the more fun you and everyone else 
will have. 

Don't be afraid to get into the role of your character. While you're 
playing, try not to say, "My character, Chun Li, yells at the Shadoloo 
‘assassin, Your bomb killed the innocent children; now prepare to face 
your own door.” Instead, simply say the line directly, as if you were 
(Chun Liand your Storyteller were the assassin —"Yout bomb killed the 
innocent children; now prepare 1 face your own doom." Speaking as 
If you were your character makes the story seem more real 

Gn the other hand, always remember that al the fighting and action 
events are andied with the tabletop figures and the dice, not with real 
life simulated action, Always remember that Street Fighter is only a 
‘game. When you leave the table, you leave your characters there as 
well Playing Street Fighter can be fun, but i is not real life and 
‘should never take precedence over any responsibilties you, the 
player, have. 


‘There are many things that describe a heroic character like 
a Stroet Fighter, Every hero has superhuman characteristics 
that distinguish him from regular people, and every hero also 
has an all-too-human weak side to his character. Both the 
strong and the weak, the heroic and the tragic sides of a 
character are important. 

This chapter describes thoso olements that are essertial to 
character definition and expansion. Any beginning character 
will inevitably excel in some of these Traits, but ree poorly 
In others. Even the World Warriors aren't perfect — 


ATTRIBUTES 


These Traits describe how strong, dexterous and sturdy a 
chatacter is, and are the primary Traits of an action-oriented 
character, Physical Traits concern only the strengths and 
weaknesses of the body. 


Sreenony 

‘This Trait measures your mean physical strength — your 
abilty to lit, carry and cause physical harm. A person with a 
high Strength ating susvally larger than someone with lower 
raiing, Of course, thee are always exceptions 

Strength is used when you attempt tot, cary. push, heave 
or break something, In melee combat, your Strength Tait is 
added to your damage Dice Poo 

Poor: You can bench press 40 Ibs 

= Average: You can bench press 100 ibs 

. Good; You can bench press 250 Ibs. 

Exceptional: You can bench press 400 lbs. 
Outstanding: You can bench press 650 Ibs 


Dexterny 

This Trait measures your general physical prowess — speed, 
quickness and agility, It indicates the capacity for moving 
precisely and manipulating objects with accuracy and grace. 
Dexterity includes hand-eye coordination, fine motor manipula- 
tion, reaction speed, reflexes and bodily grace. 

© Poor: You are butterfingered, so don't use a chainsaw. 

” Average: You can chew gum and walk at the same 

time, 
Good: You have excellent raw athletic potential, 
Exceptional: You can juggle five knives. 
* Outstanding: You can juggle five knives while blind 
folded, 


Stamina 


Stamina measures general health and resistance to pain; it 
indicates how long you can continue to exert yourselt and how 
much physical punishment you can sustain. Stamina is your 
staying power, both physically and mentally, and one of its most 
important elements is the will to live. 

* Poor: You aré frail in constitution and may be sickly, 

© Average: You are moderately healthy. 

Good: You are in good shape, the result of regular 
exercise, 
Exceptional: You could run a marathon, 

"* Quistanding: You'are tough enough to survive almost 
anything, 


Your Social Traits describe your appearance, charm and 
familiarity with the human mind. Your Social Traits are vital in 
determining first impressions, leadership ability and the nature 
of your interactions with others. 


CHARISHA 


Charisma measures your aptitude for enticing and fascinat- 
ingothers, You use Charisma to win others over'o you emotionally 
and to get them to trust you. This Trait reflects a charismatic 
personality more than it does an overt manipulation of others. It 
is a sum of your bearing, charm and power of influence. 
Charisma reflects your power to convince others to put thelr faith 
In you 

* Poor: Others avoid being around you. 

» Average: You are likable, 

Good: Peopie trust and confide in you. 

+ Exceptional: Something draws people to you. 
Outstanding: You could lead a nation. 


Meniputation 

This Trait measures your aptitude for active self-expression, 
such as when you want to get someone else to do something, 
tis important when you attempt to intluence or manipulate 
another person directly. You use Manipulation to trick, fool, 
bluff, outmaneuver and out-talk another. While you may be 
effective at manipulating people whom you have just met, those 
who already know you are rarely tooled, 

Manipulation is used in all rolls where you are attempting to 
Influence or convince another person overtly, Whether they like: 
you or not is of no consequence (though It can affect the 
difficulty of what you are trying) 

It you fail a Manipulation action, and the target realizes what 
you were trying to do (you botch, for instance). she may well be 
angered. People are manipulated all the time and usually ignore 
it, However, if it is brought to their attention, it can be very 
disturbing. Manipulation can net great results, but it Is risky to 
perform openly. Characters with high Manipulation ratings are 
hol overly ttusted by those who know them best 

. Poor: You express yourself in as few words as pos 

sible 
‘Average: Others might believe you. 
Good: You'd make a good lawyer 
Exceptional: You should run for office. 
Outstanding: You could sell ice to an Eskimo. 


AppeARANCE 


‘This Trait describes your attractiveness and force of pres- 
ence, You do not necessarily need beauty to have a high 
Appearance, you only need looks that somehow attract others 
to you. Appearance is natjust your actual physical looks; it's the 
appeal of the way you move and talk, your animation and 
expressiveness, Itisa measure of how interesting andattractive 
you seem to others. 

Appearance is vital in any social situation where words are 
ot exchanged. It is more important than you might think 
offhand: your impressions of another are heavily affected by that 
person's looks, no matter how open-minded you are. You may 
Not like to admit it, but i's true. 


Appearance is often used by the Storyteller to judge roughly 
how others react to you upon a first meeting, Thus itcan affect 
all other Social rois you make involving that person (in some 
cases, your rating determines the maximum number of suc- 
cesses from aSocial action that can actually be applied, making 
it impossible for an ugly person to achieve anything beyond 
minimal success) 

© Poor: You tend to attract the hostility of others. 
‘Average: You are easily ignored, for you fit in s0 well 
with the crowd 
Good: You have a pleasing appearance, and people 
treat you well 
Exceptional: You are good-looking enough to be a 
‘model and are given respect and attention because of 
it 
Outstanding: Others'first reaction to you is either awe, 
intense jealousy or complete solicitude 


The Mental Traits represent your character's total mental 
capacity, including such things as memory, perception and the 
ability to learn and think. 


PERCEPTION 


‘This Traitindicates your awareness of the environment around 
you. While this is sometimes a conscious action, such as when 
you search for something, it more olten works intuitively — you 
‘simply notice something. At base, Perception is a sensitivity to 
the world, an open-eyed quality common among children (for 
whom the world is a boundless and mysterious place) and 
‘seldom present among the most jaded, 

Perception is used 10 see if you have the insight to ander- 
stand or be aware of @ certain fact or concept. It can help 
indicate your degree of alertness to ambushes, the subtext of a 
politician's speech, or the subtleties of color in a painting, 

* Poor: You are blind to anything but the obvious. 

** Average: You are unaware of the subtle interactions 
that occur around you, 

Good: You are aware of moods and textures. 
Exceptional: You are constantly alert to the nuances of 
Mt. 

"* Outstanding: You can see a needle in a haystack, 


INTELLIGENCE 

Intelligence represents both your memory and your ability to 
jearn and think. It is important when using Abilities that require 
‘complex thought processes. Some people describe intelli- 
gence as a person's quickness of mind or judgment, but it is 
more than that — it is the facility for understanding and the 
capacity fo reasoning and evaluation. Inteligenceisarating of 
an individual's depth and flexibility of thought. 

However, low Intelligence can indicate a character wholacks 
the capacity to understand complicated thoughts, and who isa 
very slow learner — he might simply see things in terms of black 
and white, and can't understand that things are really in shades 
of gray. 

Characters with high Intelligence, on the other hand, are 
sophisticated thinkers capable of decoding many different 
levels of an argument or problem. They have discerning judg- 


ate truth from lies, at least when 
Inteligence caters 


ap de 


ment and are well able to 
they have time to think things over 
caretully reasoned judgments rather than, 
‘employ the Attribute of 


Average: 12 1 
© Good: 10 12% 
Exceptional: 1 140 


standing: 10 160+ 


The Wits Attribute describes your ability to react quickly and 
as well as your overall sharpness of 

f terms, it measures how 

complex view understands Wits as a 

standing prob- 


sionally unable to take appre 
deer caughtin headlights). 
lly tricked and 


cated student 
able toreact qui 


guard by sudden changes in events, Whatever else happens, 
you are able to Keep your Wits about 
end money to televangelists. 
Average: You know when to bet or fold in poker. 
Good: You are capable of handling L.A. rush hours 
(without shooting anyone), 
al: You could be a stand-up comic. 
Outstanding: You have a supercompt 


its fast 


Talents describe all the untrained and intuitive Abilities 
Talents can never be trained or studied, but can be learned 
through direct experience — usually during a story. If your 
character takes an action using a Talent he does not possess, 

"ere is no effecton your roll. Anumber of dice equal tothe base 
Attribute are rolled. Talents are such natural and intuitive 
Abilities that every character has some small capacity in each 


ALERTNESS 
he years, you have become practiced in noticing all 
found you, even if you are not actively 
inguponthe surroundings. Yousre a capable bodyguard, 
ned haw to stay alert over along period ol ime. 
ply indicates your awareness of the world around 
haw much attention you pay to things other 
umblings in your belly or the doubts in your mind. 
* Novice: You tend to be alert to changes, moreso than 
most 
** Practiced: You are watchful and very attentive to your 
surroundings. 
Competent: You are highly vigilant 
Expert: Youre truly cautious individual and rarely lat 
‘down your guard 
Master: You notice everything th 
you 
Possessed by: Watchmen, Hunters, Bodyguards, Reporters, 
Burglars 


t goes on around 


Wisigurr 


The Insight Talent allows you to evaluate an opponent's 
strengths and weaknesses. This Ability allows you fo analyze an 
‘opponent's fighting techniques, and possibly view some of his 
Combat Cards. A Storyteller may even reveal an opponent's 
secret weaknesses after a really outstanding Insight oll. Insight 
can also be used to discover others’ quirks (that Shadoloo thug 
wrinkles his nose every time he tells a lie) 

Use of insight requires the user to watch the target for at east 
three rounds, The user then rolls Perception + Insight (difficulty 
6). Only one success is needed to learn a target's style; each 
additional success allows the user to view one CombatCard 
(drawn randomly from the opponent's deck), 

* Novice: You think she'll go for a kick first. 

* Practiced: You could determine if a boxer was a 
southpaw 


Competent: You know how to bet on the fights. 
Expert: Bookie 


Master: Sensei 


ssed by: Street Fighters, Trainers, Bookios, Managers 


{NTERROGATION 


@ able to extract information by fair mean: 
Using a mixture of threats, trickery and persistent questioning, 
you ult rth the truth. No honorable Street Fight 
would resort to physical torture (it’s @ quick way to lose perma: 
Honor points), but not everyone at Shadoloo has the same 


oF foul. 


ice: Nosy neighbor 
iced: Movie cop 

ipetent: Talk-show host 

e journalist 


f: Spymaster 
Possessed by: Cops, Journalists, Secret Service Personnel, 
joloo agents 


Iumememion 

ai oF niiomton ranged omy sutaer siggetine 0 
‘outright physical threats. Each method of intimidation has its 
time and piace. Characters with the Intimidation Talent under- 
stand the science of being overbearing and know how to use it 
‘to get what they want. People with high Intimidation ratings 
seem to radiate auras of authority. 

‘Street Fighters can use Intimidation to “psych out” opponents 
before a fight. The user must roll Charisma + Intimidation 
(difficulty of the opponents Willpower). Each success forces the 
opponent to subtract one from her Speed rating for the first turn 
on 

. Novice: Six-year-olds give you the right of way. 

+ Practiced: You win an occasional staredown, 

Competent: Your gaze is very unsettiing 
e Expert: You would be an above-average dill 

wratactor, 
Master: M. Bison 


Sreeerwise 


The streets are a major source ot information and money, as 
well as big-time trouble. The Streetwise Talent has a variely of 
Uses. First and foremost, Streetwise allows you to blend in with 
the local scene without drawing attention o yourselt. This Talent 
also imparts knowledge of street slang and “shady” areas. 

* Novice: You know whom to avoid on the street 

1» Practiced: You are considered coo! by the populace 
Competent; You know the gangs and their allegiances. 
You might have been a member of a gang yourself 
‘sees Expert: You have spent most of your life on the streets. 
Master: It you don't know it, it hasn't been said 

Possessed by: Gang Members, Winos, Reporters, Homeless 
People, Detectives 


Si 


You know haw to conceal your own motives; moreover, you 
know how to decipher the motives of others and how to use 
those motives against them. The secrets and intrigues of others 
interest you, and you work at understanding their weaknesses, 
‘Acommand of this Talent makes you the ultimate conversation- 
alist, or the ultimate spy. A master of Subterfuge can gain 
information from another person without that person even real- 
izing he’s sharing secrets 

= Novice: A few white lies never hurt anyone. 

‘s* Practiced: You can pick up in a nightclub. 

Competent: You could be a criminal lawyer. 

° Expert: Used-car salesmen have nothing on you. 
Master: You should work for Shadoloo. 

Possessed by: Shadoloo Agents, Lawyers, Con Men, 

Casanovas, Politicians. 


Skills are Abilities learned through apprenticeships ori 
ous training, If you try to use a Skill, but have no rating init, the 
Gitficulty increases by one. You are untrained in the techniques 
of that Skill and thus have a harder time accomplishing that task 
then someone who has at least some idea of what he is doing. 


Bun Fcenng 

Your senses are preternaturally acute. You can, through 
sounds, pressure changes. and possibly even Chi, sense an 
‘opponent even when you cannot see Fim, 

. Novice: You can find your way around in the dark 

without stubbing your foes too much 

‘s* Practiced: You win Pin-the-Tail-on-the-Donkey games 
at parties 
Competent: You are aware of your general surround- 
ings at all times. 
Expert: Few can surprise you, even in total darkness, 
‘sesee Master: Not even ninja can gain an advantage on you 

in the dark. 

Possessed by: Street Fighters, Ninja, Chi Masters 


Deve 


You can drive a car and perhaps other vehicles as well, 
‘Simply because you have a Drive rating does not mean that you 
are familiar with all land vehicles, Your difficully may be raised 
or lowered depending on your general experience with @ par- 
ticular automobile. 

'* Novice: You can drive an automatic automobile, 
manual/shitt transmis- 


Competent: Commercial trucker 
‘eee Expert: Formula One car driver 
1208 Master: Evol Kneivil 
Possessed by: Truckers, Race Car Drivers, anyone with a 
driver's license 


Leaneesinp : 

You can get people to follow your lead and obey your orders 
by exerting authority and by example, Leadership isn't so much 
knowing the techniques of getting people to follow you as it is 
being the type of person people will follow. Leadership is often 
used in conjunction with Charisma. 

'* Novice: You could coach a Little League team. 
Practiced: Your voice is a dominant one; you can 
demand silence. 

Competent: You are an effective leader in times of 
strife. 

es Expert: You attract followers without really trying, 
Master: You are a Napoleon, a Churchill —or a Bison... 

Possessed by: Politicians, Military Officers, Gang Leaders, 
Executives, Police Officers 


Sécueny 

You are proficient at picking locks, deactivating burglar 
alarms, hot-wiring cars, cracking safes, and other forms of 
breaking and entering. You might be a burglar; conversely, you 
might be a security expert whose job is to improve anti-theft 
preceutons 

. Novice: You can pick a simple lock. 

= Practiced: You can hot-wire a car. 
Competent: You can disable a house alarm, 
see Expert: You can crack a safe. 
eseee Master: Fort Knox isn't safe from you. 


Possessed by: Criminals, Locksmiths, Detectives, Security 
Specialists 


STEALTH 


Stealthis the ability to sneak about or hide without being seen 
or heards itis often rolled against another character's Percep- 
tion, 

* Novice: You can hide in the dark. 

Practiced: You can hide in the shadows. 
Competent: You are an accomplished hunter. 
Expert: You can walk silently over two inches of dry 
leaves. 

sees Master: Ninja clan leader 

Possessed by: Criminals, Spies, Reporters 


Survvat 

‘The wilderness is a dangerous place, at least for those who 
do not understand it, The Skill of Survival includes seeking 
‘shelter, finding a direct route through and relative safety in the 
wilderness, and tracking. When you use Stealth in the wilder- 
ness, you cannot oll mote dice for your Stealth Dice Poo! than 
you have in Survival. 

. Novice: You can survive a five-mile hike. 
Practiced: You ae familar with the wilderness. 
Competent: You know how to brew natural medicines. 
Expert: You are at home in the wild. 
Master: You could find an oasis in Death Valley. 

Possessed by: Tribesmen, Hunters, Park Rangers, Hikers, 
Native Americans 


Knowledges include all Ablities that require the rigorous 
applicationo! the mind, Though the ratings discuss Knowledges: 
in terms of college degrees, schoo! is not the only way to gain 
Knowledges — it is simply the most common, These are 
Scholastic Abilities for the most part, but sel-study or tutoring is 
also possible 

It you do not have @ Knowledge Ability, you cannot even 
attempt a roll involving that Knowledge. There are exceptions, 
however, such as rolls involving trivial information that anyone 
has a chance of knowing, 


ARENA 

You have traveled and practiced in some of the underground 
arenas, The Arena Knowledge represents an awareness of who 
‘sponsors which tournaments, where they are held, and when. 

Furthermore, fighters who host heir own tournaments often 
‘stack the odds in their favor by customizing their arena accord- 
ing to their own fighting style. For example, wrestlers might put 
a ow celing onan Indoor arena io prevent acrobatic characters 
from leaping away. Characters with the Arena Knowledge will 
be privy to these “home field advantages, allowing them to 
prepare accordingly. 

. ‘Student: You've heard stories about the big arenas. 

** College: You've seen a few tournaments and scoped 

the arenas. 
ee Masters: You familiar with many of the small arenas. 


‘see Doctorate: You know all the horror stories of specialty 
arenas. You know how to prepare for nearly any arena. 
‘seeee Scholar: You know the world's arenas like the back of 
your hand. 
Possessed by: Managers, Trainers, Bookies, Fighters, World 
Warriors 


Computer 
You understand how to operate and program computers. 
You might even be able to design your own system. 
. ‘Student: You can boot up a video game. 
College: Youmade atleast Bin DataProcessing 101 

Masters: You area skilled programmer and can design 

your own software. 

‘eee Doctorate: You can hack into nearly any system. 

* Scholar: You are years ahead of current technology. 
You can accomplish nearly impossible feats with a 
computer. = 

Possessed by: Programmers, Data Processors, Students, 

Gamers, Hackers: 


Ives 
You are trained to notice all sorts of details others might miss, 
and at high levels may function as a detective, This Knowledge 
also reflects a character's ability to conduct research, both in 
libraries and through interviews. 
. ‘Student: Amateur detective 
College: Police officer 
+ Professional: Pl, Investigative journalist 
Mastors: FBI, CIA, KGB, MIS, Interpol agent 
"* Scholar: Sherlock Holmes 
Possessed by: Detectives, Insurance Investigators, Report- 
rs, FBI Agents, Inteligence Agents 


Menowme 

This Knowledge allows a character to give basic medical 
attention to another. At low levels, Medicine represents knowl 
edge of first-aid practices. At higher ratings, it reflects a 
comprehensive grasp of medicinal practices. 

. ‘Student: Mother of small children 
Collage: Boy scout 
eee Masters: Office safety representative 

Doctorate : School nurse 
¢ Scholar: Paramedic 

Possessed by: Med Students, Sensei, Managers, Nurses, 
Street Fighters 


Mysteries 

You know some of the world's secrets and strange mysteries. 
You know that the legerids of monsters, ghosts and magic are 
truer than modern man believes. Much of what you know is 
‘speculation or sheer fantasy. Still, if half of the martial arts 
legends you know are true, there are awesome Special Maneu- 
vers waiting to be discovered in the remote corners of the world. 

. ‘Student: You know that there are weird things in the 

world’s corners. 

College: You know all the old wives’ tales 
Masters: You could tell a yeti from a sasquatch. 
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Honors always awarded by the Storyteller, who has final say 
on how much a character gains or loses. However, Honor may 
neither drop below zero nor rise above 10. 

Honoris essential to a Street Fighter. A character who hopes 
to become a World Warrior had best be honorable. The 12 
honorable World Warriors have had enough of dishonorable 
behavior in and out of a fight. They don't welcome newcomers 
who fight without nonor. 


Benernt of HONOR 


Having Honor brings corresponding inner peace, which 
offers a Street Fighter several advantages. The higher one's 
Honor, the more harmonized one’s body becomes. As a Street 
Fighter becomes more and more sell-altuned and harmonized, 
her bodily processes become more efficient. This inner har- 
mony allows a fighter to replenish his Chi and Willpower more 
quickly, 

Honor governs how quickly a character recovers her Chiang 
Willpower. At the end of each combat, a player rolls her 
character's permanent Honor rating (difficulty 6). Each success 
scored enables the character to recover one of her spent Chi or 
Willpower points (up to her character's maximum rating), 


Glory 


Glory represents a character's fame (or infamy) among her 
peers in the underground fighting community. This is based 
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largely upon the characters fighting record and skil, as well as 
any tales of the fighter's heroics in or out ofthe ring. 


Benet oF Glory 


Glory can benefit a character in a number of ways. Primarily, 
a character's Glory determines how other people in the Street 
Fighter community treat the character. Will the new top-rated 
manager represent you? Will the old master teach you his 
Special Maneuver? 

Characters with high Glory often find themselves specially 
invited to tournaments. In fact, some tournaments will not allow 
characters below a certain Giory rating to enter individual 
competition (usually team vs. team competition is still open) 
These high-Glory tournaments usually offer the richest awards, 

However, Glory is a two-edged sword. The more popular a 
fighter becomes, the more his opponents know about him, He'll 
begin facing opponents who already know his fighting style and 
Special moves. Also, young punks constantly try to prove 
themselves by challenging high-Glory fighters. 


GAINING RENOWN 


The preceding chart provides some examples of how Honor 
and Glory are gained and lost. These actions are rough guide- 
lines only; the Storyteller is the final arbiter of how much Renown 
is gained or lost 


Action 


* Suffering injury white 
le protect aS 
* Bunning from a challenge pa 


* Putting @ Shadoloo group out of business 


* Ignoring someone in need of help. 
* Defeating a much more powertul foe 


In general, an audience must be present in order for a 
character to gain or lose Glory. Even if a character beats a 
higher-Ranked opponent, noone hears about it, the character 
doesn't gain any Glory, However, Honor losses and gains 
require no audience, 


Avvnmaces 


These Traits are the special qualities and advantages your 
character has. You will have to decide which of these your 
character has, and why. if your character has Resources, you 
must describe the nature of those assets, Is she living off an 
inheritance or does sho work for a living? 

Backgrounds cannot be purchased with experience — they 
canbe acquired only during character creation, Thereafter, any 
ew Background Traits must be acquired through game actions 
and roleplaying, 


Aues 
Allies are friends and family who support the character. 
They're not always there, but they can be called upon in times 
‘ofneed. The higher your rating, the more friends and family your 
character has, 
Allies are not limited to normal people; a character might 
have another Street Fighter as an Ally. A character could have 
an Ally in Interpol, or even have befriended a traitor within 
Shadoloo! 
. One Ally, of moderate power 
+e Two Allies, or one more powerful Ally 
‘Three Allies, or fewer Allies who are more powerful 
Four Allies, or fewer Allies who are more powerful 

* Five Allies, or fewer Allies who have greater levels of 
power (or influence) 


faunas CoHPANTON 


‘An Animal Companion can be a powerful ally. infact, aStreet 
Fighter who sufficiently attunes himself to his Animal Compan- 
jon can purchase special powers and maneuvers thatreflecthis 
anima'’s abilities, (Animal Companion Special Maneuvers will 
be presented in later Street Fighter supplements. For now, 
you can create your own —see Chapter Seven.) The Storyteller 
and player should work together to determine statistics and Trait 
ratings for an Animal Companion. 


Animals can be helpful allies in combat, although they are not 
allowed in tournaments. Some animals can be useful spies or 
‘couriers. The higher a character's rating in Animal Companion, 
the more exceptional that animal is and the more attuned the 
character is to his animal 

‘© Ahouse pet. Your animal is tame and well yained, but 
nothing more. ; 

‘** Unusual, This can be an unusual or rare animal that is 
‘somewhat exceptional, The character still has no specific rap- 
port with the pet 

s** You have a remarkable animal; you also have some 
degree of empathic rapport with your animal 

‘#68 Your animal is truly exceptional furthermore, you have 
an excellent rapport with it. It sometimes senses when you're in 
danger and it understands your commands perfectly. 

‘seeee Your animal is unique. You and your Companion are 
completely attuned to one another. In addition to the advan: 
tages listed above, you can also form a mystic link with your 
‘animal for brief periods of time. This link allows you to see what 
your animal sees, even over great distances, 


Arena 

You run your own arena. Arenas range from small boxing 
rings set up in @ character's garage to enormous coliseums 
seating tens of thousands. An arena could even be a remote 
island far removed from civilization. 

your arena, or you, become well known, managers will seek 
you out in hopes of using your arena. Eventually, you could even 
fost your own tournaments 

‘© Small ring set up in a garage or barn. 

ee A modest ring set up in a dojo or other private place. 
An arena of some renown; some Street Fighters may 
actualy Seek tout 
A woll-known arena. Promoters are already talking 
‘about bringing their teams to it. 

eseee A grand arena, one which could very easily host a 
World Warrior tournament. Now if only their managers would 


retum your calls. 
Brceng 


‘Some Street Fighters are assisted by various companies and 
organizations. These organizations can range trom government 
agencies, like Interpol, to franchises or corporations, like a 
McBurger restaurant chain. The quality of assistance can vary 
greatly, but any level is useful, Backing is a two-way street, 
though. In exchange for assistance, these companies and 
organizations expect Street Fighters to perform favors in return. 
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FAME 


While Glory represents a character's popularity inside the 


fi represonts.a character's popularity among everyday 
ple, The more famous a Street Fighter is, the more people 
Kh with Fame aren't necessarily 

mous for being St fers; they could be rock stars or 
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for an autograph 


© Youare known to a select group in society (like heavy 
metal fans) 

** Your face is recognized by a majority of the local 

populace. Youre a local celebrity (like the weather 

man) 

You are fairly famous; your face and name are known 

by many, 

You are quite a celebrity; everybody knows something 

about you. 

Major Star! Performer. You are a nationally famous 

individual. Your face appears regularly on magazine 

covers and TV. 


Manager 


‘A Manager handles a Street Fighter's business, arran 
transportation, housing and competition schedules. Managers 
‘come from any walk of lite and do what they do for nearly any 
reason, Some managers are rich debutantes, with little or No 
actual experience, who are just looking for excitement, Other 
managers are themselves retired or failed Street Fighters who 
still can't get the business out of their blood. 

Inany event, a Manageris the person who handles the Street 
Fighter's (or toam's) dally business. He finds @ tournament, 
arranges transportation and lodging, and boosts the morale of 
the team, A Manager Is an accountant and coach all rolied into 
cone. The higher a character's rating, the more competent hor 
Manager i. 

At the Storyteller’s discretion, members of a team can com- 
bine points for a Manager. However, the Storyteller should 
always have the final say on how competent their Manager can 
be. Furthermore, even i the players do combine their points for 
‘a Manager, they should never spend more than five points total 

‘© PoorManager. Few connections and even fewer ambi- 
tions, But he's better than not having one at all 

+ Average Manager. She tries to work the biz and some- 
times gots It right. Stil, your luggage gets lost more otten than 
it should, and there are some tournaments you just don't hear 
about until its t00 late. 

** Competent Manager, He gets you to the tournaments 
on time, even if he does cut comers from time to time. He 
‘generally takes good care of you. Every now and then, however, 
he makes a mistake and schedules you against an opponent 
who seriously outclasses you. 

‘ese Slick Manager. She's got the angle, she's got the edge. 
‘She knows every tournament promoter in this hemisphere and 
‘gets you in tront of the best trainers in the country. 

sees Awesome Manager. This Manager has worldwide con- 
nections and influence. He can get you into any tournament, 
anywhere. If you hold up your end of the bargain and win your 
fights, then everything's peachy and it’s off to the next match — 
first class, However, if you find yourself in a losing slump, you'll 
probably need to find a new Manager — this one doesn'tsailon 
a sinking ship. 


Resources 


London, Cairo, Peking: you can go anywhere you want to, 
and you can go first class — if you've got the resources to 
handle it. Resources are the character's cash flow. You'll need 
to determine the source of your character's income. Is it an 
inheritance, or does he still hold down a job? Where does he 
spend his money, and what type of lifestyle does he lead? 


‘* Small savings: You have an apartment and perhaps a 
motorcycle. If liquidated, you would have about $1,000in cash. 
You have an allowance of $500 a month. 

Middle class: You have an apartment or a condo- 
rminium. If iquidated, you would have approximately $8,000 in 
cash. You have an allowance of $1,200 a month, 

s** Large savings: You own a house (or some other form 
of equity). If liquidated, you would have $50,000 in cash. You 
have an allowance of $3,000 a month. 

* You are wealthy. You own a very large house or 
perhaps small mansion. liquidated, you would have $500,000 
in cash, You have an allowance of $9,000 a month 

‘You are easily a millionaire many times over. If liqui- 
dated, you would have at least $5,000,000 in cash, You have an 
allowance of $50,000 a month 


Sensey 


‘Youremainin contactwith your Sensei and stil leaqn fromhim 
from time to time. He is a source of wissiom, training and advice. 
Your Sensei could be right next door of cloistered away ina 
monastery somewhere in Tibet. In any case, you have an 
advantage some others might not — the opportunity to continue 
your education, 

In some cases, having a well-known Sensei can affect the 
way others treat you. If your Sensei is known for being honor- 
able, then others will expect you to display similar qualities and 
treat you accordingly. 

In some cases, your Sensei and Manager might be one and 
the same; this is a tremendous asset, However, Background 
points must stil be spent on both the Sensei and Manager 
Backgrounds, 

‘+ An averago Sensei who is readily accessible, or an 
above-average Sensei who Is very much removed from the 
modem world. In either case, your Sensei has not mastered the 
true secrets of your style, although he is @ passable trainer for 
the basics, 

«An above-average Sensei who is near at hand, or a 

‘good Sensei who is dificult to reach, An above-average Sensei 
has mastered all of the basic moves of a style and has learned 
‘one or two difficult maneuvers, 
A good Sensei who is easy to reach, or an excellent 
Sensei who lives ina remote partof the world, Agood Sensei has 
mastered most of the difficult maneuvers associated with a 
given style. 

‘eee An excellent Sensei who is easy to reach, or a true 
master who is remioved from the modern world, An excellent 
Sonsei has mastered all of the special maneuvers associated 
with a style and might even know a few tricks from some other 
styles, 

‘sees A true master who is somewhat accessible: A true 
master has mastered all of the special maneuvers associated 
with a style and has possibly created her own unique maneu- 
vers. True masters often have a smattering of maneuvers from 
other styles. 


Storr 


Having a skilled support team can make a tremendous 
difference for some Street Fighters. A Staff can include stu- 
dents, personal trainers, nutritionists, masseuses, chauffeurs, 
financial analysts and even cheerleaders. Each member of a 


character's Staff is @ unique individual with his own skills and 
motivations. 

Staff members are usually played by the Storyteller and they 
aren't always involved with the story. However, if you want, 
another player can play the role of a Staff member. Indeed. an 
entire chronicle could be based around a single Street Fighter 
and the team that supports her. 

‘The Storyteller will create statistics for your Staff members. 

© One Staff member 

*© Two Staff members 

Three Staff members 
+ Four Stalf members, 

Five Staff members 


Techniques are the combat abilities learned by Street Fight- 
ers. They are the building blocks of all styles and Special 
Maneuvers. Techniques are rated in dots, just like Attributes 
and Abilities, The more dots a character has ina Technique, the 
better she is with maneuvers involving that Technique. Tech- 
nique dots affect the amount of damage a Street Fighter inflicts, 
and indicate the complexity of the Special Maneuvers she can 
learn, 


PuncH 


‘Any and all strikes involving the hand are considered part of 
the Punch Technique. Punches can be closed-tisted direct 
strikes, open-fisted knife hands, or knuckle thrusts. Almost all 
strikes involving the hand and, in some cases, other parts of the 
arm are considered punches, 

'* Novice: You know to pul your thumb on the outside of 
your fist 

‘+ Practiced: Barroom opponents rarely get back up. 

+8 Competent: You're good: you can hit nearly any spot 
‘on a foe and break boards with your bare hands, 

‘see Expert: Yourhands are lethal weapons. Youcan punch 
through cinder blocks and shatter bones, 

‘sees Master: You can kill with your hands, You can fell any 
lesser opponent with a single blow and have been known to 
punch dents into solid steel. 


Kick 

The Kick Technique includes most moves involving the feet 
and legs. There are many different types of kicks; each style 
places a different emphasis on their value in combat. All styles 
agree, however, that a master of the Kick Technique is capable 
of delivering awesome attacks. 

* Novice: You can sometimes keep your balance while 
kicking. 

© Practiced: You can get your foot above your head and 

hold it there 

s+ Competent: You are capable of delivering kicks of 
impressive force. 
«Expert: Stunning, brilliant and deadly moves are now 
possible, 


Master: Your kicking ability is legendary. You are 
capable af crushing most opponents. 


Boe 

Blocks work a bit differently than other Techniques do. Most 
blocks do no damage. The more dots a Street Fighter has in the 
Block Technique, the more effective his blocks ae and the more 
damage they'll stop. Furthermore, many advanced blocking 
maneuvers are available only to masters of this Technique. 

* Novice: You can get your hands in front of your face. 

** Practiced: You can block many basic maneuvers with 
some success. 

eee Competent: You're pretty good at stopping a blow 
before it hits you. 

seee Expert: Your blocking maneuvers go far beyond stop- 
ping punches and kicks. Now you can defend yourself against 
‘even greater threats, 

‘seees Master: You defend yourself with unsurpassed grace 
‘and precision, All but the most potent of strikes will fail to harm 
you. 


Geag 

‘The Grab Technique can be used in a variety of stunning and 
devastating maneuvers. Grabs can be used to execute holds 
and throws, both of which can quickly take the fight out of an 
opponent. Grabs have a range limitation and can be difficult to 
execute against a quick foe. However, a well-trained wrestler 
only needs to get close to her opponent once or twice torender 
fim helplens 

* Novice: You used to wrestle in school and remember 
most ofthe basics 

** Practiced: You know a few holds, possibly even a 
‘throw or two. 

eee Competent: You're quite good —not Olympic material, 
but good nonetheless. is 

sees Expert: You are a world-class wrestler and usually 
crush oF throw anyone foolish enough to get close to you in the 
ting. 


* Master: Your holds are lke lightning and your grip Is 
like a vise. Few can match your grabs in the ring 


AruLeties 

How quickly can you close the distance between you and 
your opponent? The Athletics Technique tells you how far you 
canmove. The higher your Athietics rating, the higher you jump, 
the farther you can dash and the quicker you can retreat. 
Athletics are an integral part of almost every maneuver, and 
there are many Athletic Special Maneuvers. 

. Novice: You can walk a straight line — when you 
‘concentrate. 
Practiced: You might have placed in high-school track 


meets. 
‘#8 Competent: You can surprise a foe with your dashes. 
sees Expert: You Could have been an Olympic gymnast or 

a professional acrobat. 

Master: You can leap tall buildings in a single bound.. 

(Not really, but you get the picture.) 


Focus 

The mind and spirt can be channeled to perform awesome 
feats, The mote developed the mind, the more Chi energy a 
Street Fighter can channel to perform truly supernatural acts, 
Focus gaverns all Special Maneuvers above and beyond the 
normal realm of understanding. Truly superhuman feats are 
possible for the master of the Focus Technique. Fireb 
bioelectricity control, telepathy, teleportation and more await 
the student who hones his Focus. 

* Novice: You can hold your hand over an open flame 
‘and not feel pain right away 

+ Practiced: You have begun to explore the mysteries of 
the mind. You have a certain degree of control over the force of 
your Chi 


‘ss Competent: You're beginning to understand the true 

mysteries of the inner self, You now have the control to learn 

some of the soul's deeper secrets. 

Expert: You have attained nearly total mastery of your 

mind and spirit. You can accomplish great feats through focus: 

Ing your inner strength. 
* Master; You have truly mastered the mind and spirit 


Appmion. 
re exist certain other Techniques that are available to 
Storyteller characters and possibly even to player characters if 
the Storyteller allows. These Techniques are not often used by 
Street Fighters, who consider them Techniques of dubious 
Honor. Below sa brief summary of each Technique. Storytellers 
pould feel free heir own new Techniques as they see 
The impact of these Techniques in the game should be 
weighed heavily before allowing player characters to use them. 

Firearms: The Technique of using a gun. This covers all 
types of Firearms, from pistols to submachine guns to hunting 
rifles, The higher the character's Technique rating, the more 
accurate a shot he is. 

Weapons: There are many different types of weapons a 
character can learn to use. Each weapon type usually requires 
a different Technique. For more information on weapons and 
their uses in combat, see Chapter Eight. 
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RANK 

Rank determines how each fighter is rated within his respec- 
tve division, Rank is scaled from one to 10. One is the lowest 
Rank a warrior can holdina division: 10is the highest. More than 
one fighter can share the same Rank, Rank is determined by a 
character's standing on the chart below, 

Rank One 

All new warriors begin with this Rank. All great warriors start 
their careers here. A warrior of Rank One is either a newcomer 
(or someone who used to be higher Rank and made a serious 
vocational error, Rank One warriors have fewer than one win for 
every 20 losses. 

Rank Two 

At this point a warrior is just boginning to get his feet wet. It 
1a seasoned warrior stl has this Rank, he probably also has a 
part-time job to help cover expenses. Rank Two warriors have 
fewer than one win for every 10 losses. A warrior may not attain 
Rank Two until he has fought at least five matches. 

Rank Three 

‘A Rank Three warrior is either up-and-coming or on the way 
down, depending upon whether she is a rookie or a veleran 
warrior, Rank Three grants a warrior some degree of respect- 
ability — but not much. Rank Three warriors have at least one 
win for every five losses. A warrior is not considered Rank Three 
Until she has fought at least 10 matches, 

Rank Four 

Warriors who attain this Rank are by no means siouches, 
They have put their time into the ring. A Rank Four warrior is no 
longer thought of as a rookie, Indeed, a Rank Four wartior is a 
comipatent and skilled adversary, To attain Rank Four, a warrior 
must have scored one win for every three losses. A warrior must 
have been in at least 15 matches before he can be considered 
Rank four. 

Rank Five 

Rank Five warriors are worthy opponents indeed. These are 
seasoned warriors. However, they are not exceptional — at 
least not yet. A Rank Five warrior must maintain one win for every 
lass. A warrior must also have 20 matches under her belt belore 
she can attain Rank Five 

Rank Six 

Those who reach Rank Six must be better than average. even 
among Street Fighters. Otherwise, they wil not be able to hold 
this Rank forlong. A Rank Six warrior needs to maintain a record 
cf twowins for every loss. Ita Rank Six warrior ever accumulates 
more losses than he has wins, he loses this Rank. A Rank Six 
warrior must also have fought atleast 25 matches betorehe can 
attain this Rank 

Rank Seven 

These warriors have atough line totow. Toattain Rank Seven, 
‘one has to be good — far better than average, and better than 
most of one's opponents. A Rank Seven warrior needs to 
maintaina recordaf three wins for every one loss, andmusthave 
at least 30 matches under her belt. 

Rank Eight 

Rank Eight warriors are some of the toughest around. They 
compete on a regular basis and rarely face defeat. They are 
‘almost never caught off quard, and many of them have devel- 
oped highly advanced techniques and powers. To “make the 
grade" at Rank Eight, a warrior needs to have accumulated five 
wins for every loss and must have participated in at least 40 
matches: 


Rank Nine 

Rank Nine warriors are a select breed. A warrior of this Rank 
is a veritable master of her style. Very few warriors ever attain 
this Rank: fewer still hold onto it. A Rank Nine warrior needs to 
have accumulated at least 10 wins for every loss and must have 
participated in at least 50 matches. 

Rank Ten 

These are the creme de la creme. These are the men and 
women who have honed their skilis and abilities to superhuman 
levels. They form an elite society all unto themselves. To attain 
Rank 10, 2 warrior needs to have accumulated at least 20 wins 
for every loss and must have fought at least 60 matches. 


Beneens of Rayy 


The mast immediate benefit of Rank is respect, Regardless 
‘of Honor and Giory, a high-Ranking warrior almost always 
‘commands some level of respect. Whether this respectis based 
(on fear or admiration depends on the particular wargior. 

Another benefit of Rank is seniority. Ifa judgment is needed 
at a tournament or competition, the highest-Ranking warrior is, 
typically called upon to make a decision. Making just and fair 
decisions al lournaments sa good way to maintain one’s Honor. 

Finally, warriors often give one another preferential treatment 
‘based upon Rank. Although this can be considered dishonor- 
able, there is considerably more leeway given to warriors of 
higher Rank. Blatantly giving (or declining) preferential treat- 
ment based upon another's Rank could result in a loss of honor. 


A Coen Suate 


Ranks are limited by the division in which awarrior competes, 
‘A warrior might be Rank Six in the Freestyle Division, but only 
Rank Three in the Traditional Division, Rank snot transferable. 
This is both an advantage and a limitation. While a character 
does not gain any benefits of Rank in an unfamiliar division, he 
will have the opportunity to gain a greater standing in a new 
division. This is especially helpful if the warrior has really 
harmed his standing in his old division. 

When a warrior switches division, his standing is wipedclean, 
‘Wins, losses, and draws all reset to zero. If your character ever, 
returns toh old division, he has the option of reclaiming his old 
Rank and standing or of starting over again. 


Tue Disposgies 


‘Street Fighter charactors have throe Traits that can regu- 
larly change, especially during combat. These are: Chi, 
Willpower, and Health 

‘These statistics have two ratings: the permanent ratings (the 
circles) and the temporary, or expendable, ratings (the squares). 
‘The temporary ratings of these Traits may never exceed the 
permanent tings —although the temporary ratings often drop 
below the permanent ratings as they are spent or lost. AS 
temporary points are used or lost, check off the appropriate 
‘boxes on the character sheet. 

‘Temporary points in Chi and Willpower may be partially (or 
wholly) recovered after each combat ifthe character can make 
a successful Honor rol (see Honorearly in this chapter). Health 
is recovered through rest (see Healing Damage later this 
chapter) 


Wiutpowee 


Willpower represents your character's inner wil, fortitude 
and resolve. The higher you character's Willpower, the less 
likely she Is to be swayed from her personal code of morality. 
Characters with high Willpower are marked by their fierce 
dedication to any goal they set for themselves. Willpower 
ranges from 1 to 10. One indicates a weak-willed person; 10 
indicates a person whose will is unshakable, 

Willpower has two purposes. First, the permanent rating acts 
as a constant statistic measuring a character's permanent 
mental fortitude. Secondly, points trom the temporary score can 
be expended to enable the character to perform certain special 


Only one Willpower point can be spent duri 
ingasingleturn, 

A beginning character's Willpower is determined by his 

chosen style (see Chapter 6), 


The maximum Willpower rating is 10. No 
character's Willpower may ever exceed this rating. 


Cut 


Chiis amystic energy within a character's body. This energy 
can be used to {uel all sorts of superhuman powers. Characters 
with high Chi ratings have leamed to regulate and tap this 
Internal energy through meditative breathing and other special 
exercises. 

Chi must be spent to invoke many Special Maneuvers, Like 
Willpower, itis partially regained with a successful Honor roll 
alter combat and is fully restored at the end of a story. 

‘A beginning character's Chi is determined by her chosen 
style (see Chapter 6). 

The Maximum Chi rating is 10. Characters may 
never have more than 10 Chi. 


Hearty 


The Health Trait measures how much physical and mental 
punishment a character can withstand before falling uncon- 
scious, All Street Fighter characters start with 10 dots of 
permanent Health, and may gain more by spending freebie 
points during character generation. 
characters begin with 10 Health; however, by 
spending freebie points and experience points, a 
character may increase her Health Trait to a maxi- 


Danage 


A character's Health is lost whenever she suffers damage. 
Damages inflicted by a variety of sources. Another person's fist 
is the probably the most common source of damage for a Street 
Fighter, but warriors risk life and limb out af the ring as well, 


Damage from combat is explained in Chapter Eight. This 
section provides guidelines for arbitrating damage a character 
‘might sustain from other sources, namely falling and fire. 

Falling 

Occasionally, characters will tall. This could happen when 
one of the villains cut a character's rappelling line, or when a 
character doesn't quite grab onto the ledge, or under any other 
appropriate circumstances. Consult the chart below to deter- 
mine the damage a character suffers. 


Distance 


A character can try to roll with the fall, The character tries to 
tumble when he hits the ground, thus reducing the amount of 
damage he sulfers trom the fall. The roll is made with Dexterity 
+ Athletics (difficulty 6). Each success reduces the damage 
inflicted from the fall by one Health Level of damage. 

Fire 

Not all fie spews from the mouths of yoga warriors. Flame, 
‘even natural ones, are potentially dangerous to everyone, Look 
on the chart below to see how much damage an open flame 
Intiets per tum of contact. 


Damage 
Size of flame 


A character can recover all ost Health after 15 minutes of 
rest, unless the character suffered more damage than she had 
Health Levels remaining. Damage suffered in excess of a 
character's Health Levels is called aggravated damage and 
takes more time to heal. Aggravated damage takes one day to 
heal for every “negative” Health Level suffered. 

For example, Guile has already lost 17 Health Levels (he 
starts with 20, so he has three left). Sagat hits him and Guile 
takes five additional Health Levels of damage, Because he only 
had three Health left, the additional two points become aggra- 
vated damage. 

Later, Guile sleeps off his wounds and restores 18 Health 
Levels. Gulle's player marks X's over two of the Health squares 
‘on Guile's character sheet to show that he has suffered two 
Health Levels of aggravated damage. This damage willtaketwo 
days to heal (Guile will heal one aggravated wound each day) 
Until then, Guile only has 18 Health Levels he can afford to lose 
before he is once again at zero Health, 


Experience 


During a story, characters leam many things. While much of 
what they lear is pfactical knowledge (not tuming your back on 
‘an opponent, for example) and cannot be recorded, certain 
things a character leams can be quantified. As your warrior 
continues to train and travel, he will improve his many Traits and 
gain new ones. 

‘A character's development is governed by a system of 
“experience” awards, At the end of each game session, the 
Storyteller assigns each character a certain number of experi- 
ence points. In many ways, experience points are like money; 
players can “bank” their experience points and spend them to 
purchase better Traits, similar to the use of freebie points during 
character creation, 

This section gives the Storyteller guidelines on awarding 
experience, and also shows players how points can be spent. 


Anning Experience 


Assigning experience requires careful balance. t's impor. 
tantthat he players feel as though their characters are improving, 
At the same time, however, i's also important that the charac- 
ters don’t become too powertul 100 fast. The guidelines below 
provide a good framework to guide the Storyteller. The Story- 
Teller always has the final word on experience. 

End of Each Chapter 

‘Award each character trom one to five experience points at 
the end ot each chapter (game session). Acharacter will always 
{get at least one experience point regardless of whether or not he 
succeeds oF falls, simply for being there, 

* One Point — Automatic: A character always gets one point 
alter each session, 

* One Point — Learning Curve: It the character learned 
something fram his experiences during the chapter. Ask your 
player to describe what his character learned before awarding 
this point 

* One Point — Acting: The player roleplayed well — not only 
entertainingly but appropriately. Award for exceptional 
roleplaying only; your standards should get increasingly higher. 
Inmostcases, only award this pointto the person whoroleplayed 
the best in the group. 

* One Point —Consistency: The character acted very appro- 
priately for her concept, Glory and Honor. This reward should be 
{given only to those characters who strove to better themselves 
hile stil being true to their character concept 

* One Point — Heroism: When a character selflessly puts 
herself at risk (for example, running into a burning building to 
save a child, even though the burns could inflict aggravated 
damage and thus place her at a disadvantage during an 
upcoming tournament), this deserves an experience point. 
Don't let a player take advantage of this, though. There is afine 
line between being heroic and being a foolish daredevil 

End of Each Story 

At the end of each story. the Storyteller can award each 
player with one to three additional experience points. These 
points are in addition to those already earned after each chapter 
of a story 

* One Point — Success: The group succeeded in its mission 
‘or goal. It needn't be a complete success: if the characters 
worked hard enough, a marginal victory will do. 


‘© One Point — Resourcefulness: The player (and thus the 
character) used her head to overcome problems and did not try 
to pound her way through every situation, 

'* One Point — Tournament: A character participated in and 
id well in @ tournament. The character must have increased 
either his Glory or his Rank in order to receive this experience 
point award. 


Spenpina ExreRIEnce 


Asa player, you can spend your character's Experience at 
any time. Often, increasing a given Trait will require that expe- 
rience be saved over the course of several game sessions, 
Consult the chart below to determine the cost for improving a 


For example, Bill wants to raise his character's Strength from 
3110 4. Bill's character would have to accumulate and spend 12 
‘experience points to increase the Trait (an Attribute is improved 
by spending the current rating times four, 80 in this case 3x4-= 12). 

Not all new Abilities or Powers are readily available. Instruc- 
tion in how to do something must be sought out — the charaoter 
needs to find a teacher. Teachers can be common or rare. Ital 
depends upon what the character wants to lear. If your char- 
acter is trying to learn how to operate a computer (you want to 
buy the Computer Knowledge for your character), she need 
only apply to any of the hundreds of classes available. This 
training willbe rather easily obtained. However, a character who 
Wants to learn how to Yoga Teleport may need to travelfartofind 
a master who can teach him this secret. Indeed, finding such a 
master could be an adventure unto itself, 


Surrey Trans 

it ls possible, through intense training, to increase an At- 
tribute, Ability or Technique above human limits. These 
superhuman levels are attained by only a privileged and dedi- 
cated few (the Word Warriors among them). Indeed, few have 
the potential even to reach these heights, However, for those 
who do, the following experience costs apply. In any event, 
Attributes, Abilities and Techniques cannot, under any known 
circumstances, be increased above 6 


‘thalers | 
‘Stules of the 


Smes 


have taught you the secrets of Shotokan Karate, and you 
have become adequate warriors. You are now carriers of the 
living art of Shotokan Karate —for all martial arts are living arts: 
they grow and change and conform to the needs of each 
‘generation of Sensei and discjple. As with al ving things, some 
‘generations can be stronger or weaker than their ancestors. You 
‘must ensure that the living art of Shotokan never becomes weak. 

For our style to live on, youmustone day share its sacrets with 
others as | have shared them with you. First, however. you must 
prove yourselves fit to carry on my name and the style of 
Shotokan. Go into the world to test your knowledge by fire and 
by blood. Shauld you survive long enough for your own beards 
to gray with age, then you will know that your Shotokan Karate 
/s strong: then you will know that you are worthy to teach the art. 

But if you should tall from the path, do not disgrace me by 
teaching your weak version of the art. Better that the style of 
‘Shotokan Karate should aie than become a tree that appears 
great for its age but is ratten and weak inside. 

— Gouken, to his students Ken and Ryu 

Nothing defines a Street Fighter warrior more than her 
style. A Street Fighter's style determines how she fights and 
what martial knowiedge she has gained. Is the fighter a Western 
Kickboxer who uses mostly kicks, or is she a Kabaddi master 
who uses mental powers to defeat her opponents? 


Listed below are 10 styles of martial arts available to begin- 
ning characters. Each style is explained in detail, and the style's 
particular special moves and powers are listed. A beginning 
character's initial Chi and Willpower scores are also listed with 
each style. 

Each style also includes the World Warrior or Warriors who 
have used the style as the basis of their careers. For exampl 
Blanka has emerged from the jungles of Brazil to do battle with 
his Capoeira style. After seeing this bestial mutant in combat, 
any intelligent fighter will have a newfound respect for the 
deadiiness of Capoeira, 

There are more martial arts styles in the world of Street 
Fighter than the 10 presented below. Some of these, such as 
Boxing or Thai Kickboxing, will be presented in future Street 
Fighter books, along with the World Warriors who practice these 
styles (like Balrog and Sagat). For now, beginning players 
should select one of the 10 styles listed here. 

Some Street Fighters try to train in many different styles, but 
such combatants rarely raise themselves to the ranks of World 
Warriors. The World Warriors have found that only by pursuing 
‘one style can they master that styles many special moves and 
powers. Street Fighters who switch styles like cheap suits will 
never attain the awesome special powers that allow World 
Warriors to hold their top ranks, 


Capoeira started as a way for slaves in South Ame 
defend themselves. Because any slave caught learning to fi 
would be killed, the slaves le: 10 disguise their ability 


their dances. Capoeira remained a part of South Ame 
culture and was almost exclusively taught there. It wasn’t 
er the Warld Warriors and Shadoloo saw 
action, that this style was even 
and deadly style is now co 

Capoeira students see their art as more than a combat 
technique, Capoeirais away to express their freedom and show 
their might, Students often compete amongst themselves to 
keep themselves in the best possible form. Capoeira fighters 
tend to be more aggressive than other martial artists, but this 
helps them win fights through fear and intimidation 

Students of Capoeira use their dancelike moves to confuse 
and surprise thelr opponents. They rely on speed and agility to 
make quick attacks and position themselves for follow-up at 
tacks, At first, those unfamiliar with this style laugh at the way a 


student dances about — and then the Capoeira stylist reveals, 


recently, a 


seriously 
nsidered a threat. 


Special Maneuvers 
Punch: 
Head Butt (1 pt; pa- 109) 


pg. 110) 


Spinning Clothesiine (4 PIs. 1 

Turbo Spinning Clothesiine (4 pis; pg: 110) 

Kick: 

Bacilip Kick (2 pts; pa: 111) 

Double-Hit Knee (1 pt; pg: 112) 

Forward Flip Knee (2 pts., pg: 113) 
ightning Leg (5 pts.: Pa: 114) 


Block 


Grab: 

Head Bite (2 pts.; pa. 119) 
Knee Basher (2 pts; pa. 119) 
Backroli Throw (1 pts.; Pa: 118) 


Athletics: 

Beast Roll (3 pts.; pa- 122) 

Rolling Attack (3 pts.; pa 124) 

‘ai Rolling Attack (2 pts; Pa- 125) 


ata pis.; pg. 123) 


Drunken Monkey Roll (2 


Focus: 
companiment (1 pti Pg. 129) 


the fighting skills hidden in the dance, knocking his unsuspect- 
ing opponent senseless. 

‘Schools: Capoeira has very few organized schools, Some 
villages in South America teach the fundamental dance moves 
to children as part of formal schooling, but those lessons often 
lack the fighting skills inherent to the dance. 

The style’s popularity has recently begun to grow, but itis still 
very difficult to find a teacher outside South America. A student 
who wishes to become a true Capoeira warrior must seek out a 
master of Capoeira. Good Capoeira stylists learn through infor. 

nal study directly under a master. Even so, its difficult to find 
a single Capoeira master who knows all of the style's acrobatic 
‘movements and special attacks. 

Members: Most Capoeira stylists are from South America 
or the Caribbean Islands, although some schools are rumored 
to be pening in Florida. While some new students from other 
cultures, the vast majority of Capoeira practitioners hail from 
South America. 

Concepts: Tribal warriors, explorers, dancers 

Initial Chi: 2 

Initial Willpower: 5 

Quote: “Other people try to master their styles. Not we. We 
seek to master the dance. Can't you feel its rhythm and power? 
Your heart keeps the rhythm and lets the power tlow through the 
dance to strike at your opponent.” 


Only @ few years ago, the underground society of Street 
Fighters was shocked by the appearance of Blanka on the 
fighting circuit. Rumors spread like wildfire about this bestial 
warrior. Blanka soon proved himself one of the most formidable 
World Warriors, With his amazing aerial rolls and his ability to 
channel his body's Chi into deadly electrical charges, Blanka 
thas firmly established that any would-be World Champion must 
pass through the jungles of Brazil before claiming top honors. 
Blanka’s originis noless strange than the onescreated by his. 
fans. Many years ago, a young boy named Jimmy was flying to 
visit relatives in Brazil. The plane experienced engine trouble 
‘and crashed Into the rain forest below. 
Miraculously, Jimmy survived the crash and was discov 
ered by a mothor jaguar. The jaguar adopted the 
slrange ite human child and raised itas best she 
could. Jimmy quickly forgot his old identity; a 
waye of amnesia blocked out the pain and 
fear ofthe plane crash. He becameknown 
only as Blanka, a name he coined trom 
the coughing rear ot his adoptedmother. 
Fromhisjaguar mother, Jimmy learned 
the predatory skills of the rain forest's 
fiercest hunter. He became agile and 
strong at an early age, 
As Blanka grew, he became fa- 
miliar with other animals as well. He 
developed his amazing agility and 
acrobatic through playing with spi 
der monkeys. However, Blankaalso 
‘caught a strange virus trom the 
spider monkeys. Thoughhe every 
tually recovered from the vieus, 
it caused a mutagenic trans: 
formation in Blanka’s body, 
changing him into a 
green-skinned, or- 
ange-maned 


Playing Blanka: You survived 
alone in the wild; that is why you are 
‘neo! the best World Warriors. You 
are sometimes naive about human 
society, but you are quickly learn- 
ing the ways of the world. You are 
fascinated by the outside world, but 
reed the serenity of the jungle from 
time to time. The destruction of the 

rain forest angers you beyond corr 
trol, and you go aut of your way 10 
home environment. IN 
the depths of your heart and ming, 
you remember your former life and 
yeamtolearnmore about your past. 


protect your 


[Wti0. orange: 


monster. He remembers little of this, though, because of the 
fever he suffered. 


After his disease, Blanka's musculature began to develop 
even faster, eaching superhuman levels. Blanka also began to 
suffer strange fluctuations in his body's natural electric field, 
experiencing electric attacks that would leave him knocked 
unconscious for hours. He finally found relief trom these attacks 
when he was swimming for fish and encounterad electric eels. 
By studying these eels, Blanka intuitively learned howto use his 
body's Chi to focus the electrical discharges of his mutated 
body. 
Blanka's history entered its last chapter when he encoun: 
tered his first human being, This unkhown man was a slave who 
had escaped trom a secret plantation where Shadoloo 
grew and harvested illegal drugs. The man had 
escaped using his Capoeira skills to defeat the 
prison plantation’s guards. 
When Blanka met the Capoeira master, 
the man was on the run from his former 
masters and had partaken of neither food 
nor drink for days. Blanka betriended the 
‘man and showed him how to gat food and 
rink from the land. In return, the man 
taught Blanka Capoeira 
Evontually, Blanka’s slave friend left to 
seek his own family, prompting Blanka to 
search for his own real origin. He revealed 
himsatf to a nearby fishing village. Initially, 
the villagers feared Blanka, but they came 
to accept him as a noble warrior when a 
bounty hunter came to the fishing village 
with a stableof Street Fighters tomakea 
r film of man fighting 
beast, Blanka obliged 
him by demolishing the 
entire stable of Stroot 
Fighters single- 
handedly. Word quickly 
spread, and soon Blanka bo- 
came revered among Street 
Fighters as a true World 
Warrior. 


* ankles). He wears hic 
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Name: BLANKA Style: CAPOEIRA Team: NONE 
Player School: None Concept: MUTANT 
Chronicle: Stable: none Signature: ROARS 


@@@00 Perception 
@0000 intelligence 
@0000 wits 


TALents 


Alertness 
Interrogation 

Intimidation /®@ Leadership @0000 investigation 
Insight @0000 Security 

Streetwise OOO0OO Stealth 


@0000 Survival 


ADVANTAGES 


Subterfuge 


BackGrounns 


ALLIES 
ANIMAL COMPANION(S) 
ARENA 


VERTICAL ROLLING ATTACK 
SHOCK TREATMENT 


‘combos: __ JUMPING STRONG TO HEAD 
BITE 

"Swen PERCE 10 STRONG 10 FOOT SE 
| SUMPNG FORWARD 70 HOOK TREATNENT 
BLOCK TO BACK PK 


Experience 


Attributes: 7/5) Abilities: 974 Backgrounds:5 Techniques:: Special Maneuvers: 7 Chi, Willpower: 2s persiyles Freebie Points: 15, 


The powerful secret 
comers of ancient India. Monks who dedicated the 
meditation, yoga and the mental practices of Dhyana Buddhism, 
(called Zen in ped extraordinary physi 
mental powers. They were said to be able {o walk through walls, 
stop their heartbeats for hours ata time, and perform many other 
superhuman feats. 

Luckily, in order to master these abilities, the monks had to 
achieve such a state of mental tranquility that they never put 
in self-defense. To datend 


ves to 


their abilities to violent use — except 
themselves against bandits and other aggressors, 
yoga masters developed Kabad 
Kabaddi is one of the harde 

strict mental discipline and bodily control the student m 
develop. While Kabaddi is less violent than most other styles, it 
Nonetheless assures victory tor its practitioner through weird 
and unusual ta Many Kabaddi masters, through 1 
miraculous body contol, are able to extend their very limbs to 
hitopponents tr theroom. The supreme master of this 


to master because ot 


styles 


style, Dhalsim, can even move his mortal frame to another 
location in space —he can teloport. The Kabaddi student who 
aspires Io such feats must first learn 10 contral every molecule 
Inher body, 

Even more fascinating is certain practitioners’ mental acuity 
They seem to be able to ignore all distractions and 
second-guess an opponent's action. The student's main phi 


that if your opponent cannot strike yo 


losophy 
annot harm you, 
To use Kabaddi to the fullest, the student must b 
mentally and physically fit. Kabaddl stylists often frustrat 
‘opponents, driving them into an unreasoning rage while they 
calmly pound away at them, event ing the fight through, 
patience and wise tactics. 


yw 


Slidekick (2 pts.; pg. 114-115) 


Block: 

Bente pe Pg. 116) 

nergy Rellection (3 pts.= pg, 14 
9,117), 


Grab:) 
Head Butt Hotd ( i 
Brain Cracker (1 pt: pg. 119) 


Athletics: 1 ; 
Cannon Dri (5 pts.; pg. 123) J ; 
Fiving Body Spear 2 pis.; ng. 123) 


Focus: 
Chi Kung Healing (3 pts; Pg. 126) 
Extendibie Limbs (4 pts.; pg. 127) 
Fireball (3 pts.: pg, 127) 
Improved Fireball (5 pts.; pg. 128), 
Regeneration (1 pts.; pg. 129) 
Yoga Flame (3 pts.; pg. 131) 

Yoga Teleport (5 pts:; pg. 131) 
Cobra Charm (2 pts., pg. 127) 
Ghost Form (5 pts.: pg. 127) 

Flying Fireball (3 pts.; pg. 127) 
Inferno Strike (5 pts.; pg. 129) 
Mind Reading (3 pts;; pg. 129) 
Telepathy (2 pts.; pg. 130) 


With the increased prominence of yoga in the western world, 
more and more fighters have sought out this style. Practitioners: 
of other styles hope this is just a fad. 

Schools: Schools can be found scatiered all over the world, 
but they usually admit only a select few. 

Kabaddi is one of the more strict and rigid styles. Classes 
begin with a full hour of meditation. Kabbadi exercises test the 
imits of even the most dexterous fighters, 

Members: Traditionally, only those who have already dis- 
layed a greal deal of restraint and discipline can take classes, 
This restriction has begun to disappear from most modern 
schools, but the best students are still the ones who display the 


restraint and concentration. 


Concepts: Zen monks, Yoga instructors, New Agers 
Initial Chi: £ 


Initial Willpower: 2 
Quote: “You must jeam to control your feelings and think of 
nothing but your opponent. Only after the fight can you think of 


Dhalsim was bor into a family of Indian farmers. When 
Dhalsim was a small boy, his parents were slain in a bombing 
blamed on Pakistani Islamic terrorists. Thrust alone into the 
slreets of Bombay, the orphan Dhalsim quickly became accus- 
tomed to hunger and poverty. He was saved from starvation by 
a traveling Buddhist priest. 

Under the priest’s care, Dhalsim’s health was restored, and 
he traveled with the priest to a remote temple in the Tibetan 

mountains 
There, Dhalsim, 
grew into man- 


fouremain 


Playing Dhalsim: Youre 
calmand serene at alltimes. We 
youtight. you enter constant sit 
BF meditation in order to conce 

trate on your opponent. You rao 
speak, butwhen youdo, your words 
are filled with cryptic bits of wi 


dom, 


hood, learning all that the monks of the temple had to teach him 
about meditation, yoga and Buddhist philosophy. Dhalsim be: 
‘came an able monk himself, mastering yoga and the amazing 
mental and physical feats it made possible. 

Eventually, temple life became too restrictive, and Dhalsim 
leftto see the world. He traveled India for many years before fate 
led him to the city of Calcutta, where he encountered a secret 
sect of Buddhist monks who stil practiced the ancient combat 
art of Kabaddi. 

Though he abhorred violent action, Dhalsin recognized 
within the Kabaddi monks a degrée of mental enlightenment he 
had never before encountered. Dhalsim stayed with the monks 
and learned their secrets of Kabaddi 

While training, Dhalsim met and married his wife in Calcutta, 
Though Dhalsim has elevated his spirit above the shackles of 
earthly passions, he loves his wife dearly. Their marriage has 
been blessed by the birth of a son. 

Dhalsim's trained daily for over a decade before mastering all 
that the monks in Calcutta could otter him, Even then, he was not 
satistiod with his mental and physical enlightenment, Dhalsim 
‘sought perfection through practice of yoga and Kabaddi, buthe 
realized that he could not practice his Kabaddi techniques with 
just anyone; he could seriously hurt any normal person, 
Therefore, he entered a Street Fighter tournament in 
New Delhi 
His amazing ability to extend his limbs and 
breathe gouts of flame quickly made him a 
stunning winner at the tournament. After 
that victory, word of the Buddhist monk 
warrior quickly spread, and soon Dhalsim 
was receiving news of secret contests 

ail over the world, Dhalsim continued 
his Street Fighter career, eventually at- 
taining World Warrior rank. The constant 
honing of his Kabaddi ability has fur- 
ther enlightened Dhalsim, leading to his 
unworidly teleportation ability. Dhalsim 
continually seeks more challenging oppo- 
nents. 

With the money he receives from Street 
Fighting, Dhalsim has established his own 
temple in New Delhi, complete with its own Buddha 
statue and a stable of sacred elephants. 


- Dhalsimisatellandralhin 
ries trom dusky oFay 10 DION. 
ing on his desire 
is bald head and wea's © 
+ cals said 1 be taken ffm fOr 

ever, given Dhaisim's Not 
ome other explanation \S 


man. His skin v 
to ebony black 
paints stripes onto 


Name: DHALSIM Style: KABADDI Team: NONE 
PI: School: UNKNOWN Concept: YOGA MASTER 
Chronicle: Stable: None Signature: LEVITATES 


Puysicat Socrat Menmat 


Strength Perception @ 
Dexterity Intelligence 
Stamina Wits 


sen ANY NIY 
Taceans Seis Ksouvences 


Alertness Arena @@0@00 
Interrogation Computer 00000 
Intimidation Investigation @@000 
Insight Medicine 
Streetwise Mysteries 
Subterfuge Style Lore 


cms AD/ANTAGES 


Backgrounps TecHwiques 


ALLIES @0000 Punch 
ANIMAL COMPANION, OOO Kick 


Speci. Maneuvers 
HEAD BUTT 


SLIDE KICK 
BRAIN CRACKER. 


ARENA 
RESOURCES Fay 

FLYING BODY SPEAR. 
STAFF Athletics 


June, _ EXTENDABLE LIMBS. 
FIREBLL, IMPROVED FIREBALL 
TELEPATHY 

YOGA FLAME 

YOGA TELEFORT 

combos: JAB 10 JAB SUDEK (0227 
SLIDE 0X TO FORWARD KICK TO YOGA FLOOR 
AZZ, TELEPORT TO YOGA FLARE TON 


Division: __ orto warRions 


Rank: 9 (FREESTYLE) Heatte 
‘ e0000000ee 
8 er ° go00000000 
Wins_S LOSSES. 
; ooo eco 
Draws_2__ KO’s_80__ oQooggo0oggooo0 


Attributes: 75/3 Abilities: 9/71 Backgrounds:5 Techniques:5 Special Maneuvers: 7 Chi, Willpower: 2s per siyies. Freebie Points: 15, 


Martial arts scholars mark the beginning of Chinese martial 
arts as the year A.D. 527, when an Indian monk named Ta-Mo 
‘came to the first Shao-Lin temple in the Hunan province of 
China, Ta-Mo found the monks at the Young Forest tempie to be 
0 physically weak they could not even meditate without falling 
asleep, He began a conditioning practice among the monks; 
this eventually led to the practice of martial ars. 

Over the centuries the practice of Kung Fu spread to many 
different temples, families and dynasties within China, and 
beyond to Okinawa and Japan. Many temples and Kung Fu 
fighters developed their own unique styles of Kung Fu. 

Some temples concentrated on animal styles, developing 
fighting arts that mimicked the fighting styies of animals such as 
white cranes, tigers, snakes, praying mantises, monkeys and 
‘even mythical creatures like dragons. Other Kung Fu styles 
‘concentrated on the internal Chi energy within the body, using 
this energy to produce devastatingly powerful punches and 
kicks, Stil others practiced exclusively with weapons, becom- 
ing masters of the sword, spear, or more exotic weapons, 

This abundance of styles has made Kung Fu a complex and 
beautiful martial an, To know that an opponent practices Kung 
Fudoes not offer much insight into how the martial artist actually 
fights, She might practice Wing Chun Kung Fu and use flurries 
of direct punches, or practice Snake Kung Fu.and focus her Chi 
into @ tew select strikes to vital points. Any Street Fighter who 


practices Kung Fu has a wide variety of techniques and powers 
‘open to her, 


Inthe last couple of decades, Kung Fuhas become popular 
‘around the world, Hollywood has begun using more martial ats 
stars in action films, and this has led to more schools opening 
up in North America and Europe. 

Schools: There are Kung Fu schools around the world in 
‘almost any big city, but the student should beware. There are 
very few true masters of Kung Fu; many schools are run by 
imitators trying to make a quick dollar off of the popularity ofthe 
style. Certainly, anyone who hopes to survive in the ring of the 
Street Fighters must have taken lessons from a true Kung Fu 
master. 

Many of the best schools and masters stilive in the Far East, 
and while discrimination has decreased in the last decade, 
many Chinese teachors will stil only teach Chinese students, 

Most Kung Fu teachers are called Sifu, not Sensei, which is 
a Japanese word. 

Concepts: Aspiring action-movie star, health nut. philoso- 
pher 

Initial Chis 4 

Initial Willpower: 3 


Quote: “Just because one has found peace with oneself 
dossn't mean one is at peace with others.” 


Reka Ken (4 pts.: Po. 109) 
| Monkey Grab Punch (1 pt PO 108) 
Dim Mak (4 pts; pa: 107) 
| Air Huricane Kick (1 pt pg. 117) 
11) 
| Backtip Kick (3 pis. Pa: T 
| Double Dread Kick (4 pts pa: 111) 
Lightning Log (4 pts: po: 114) 
ick (5 pts: 09. 112) 
| Forward Fp Knee (2 ps: 119) 
| Hurricane Kick (5 pts.iP9: 
| stepping Front Kick (3 pts: PS. 118) 


Double-Hit Kick (1 pt: pg: 112 
| 


Block: 
‘Moka Wara (3 pts pa. 116) 

| sen He @ pts pa: 116) 
Detlecting Punch (1 pts. pa 118) 


| air Throw (2 pts: Po: 119) 

) Grappling Detenso (4 pts Pa: 118) 
| 

| ‘atileten oy Rol (2 ps. Pa: 123) 


| Zen No Mind (3 pts.; po: 131) 
Flying Fireball ( pts. Po: 127) 


Lota 


(Once in Hong Kong, Fei Long sought a career in the 
movies he had loved as a child. Fei Long grew to respect 
father’s wishes, Fel Long began practicing Kung Fu atan hig follow actors/martial artists, but he was Quickly ap- 
early age. The young Fei Long found a Sifu who would palled by the rampant greed in heindustry, andwas upset 
teach him and also give him part-time work so his fathor at hs inablity to choose the typas of roles he would ply, 
would not suspect his son was practicing fighting Frustrated with acting. Fei Long entered some fighting 

Fei Long quickly proved himsell a capable \___ tournaments. Thre, heteunaiseaing His marta 
student of Wing Chun Kung Fu. His natural prowess and drive for perfection rocketed him 
speed, combined with the quick trapping up the standings of the legitimate Hong 
and punching of Wing Chun, made Fei Kong tournaments, 

Long a master fighter. However, the un- 
timely deathohis situlet FeiLong without 
a teacher for almost a year 

Fei Long tried to practice on his own, 
but recognized that he stil needed su 
porvision o perfect his Kung Fu. He lett 
home and went to mainiand China 
There, Fei Long visited the Shao-Lin 
temples and began to train with the 
priests there. Under their tutelago, Fol 
Long learned some techniques of the 
tiger, snake, anddragon. Aterafew years, 
however, temple life bagan to grate on the 
proud and fiery Fei Long. He let the temple 
and traveled back to Hong Kong 


Fei Long grew up in Hong Kong as an avid fan of Hong 
Kong's famous martial arts action movies. Against his, 


Unsatisfied with the quality of his com- 
\\ petition, Fei Long jumped at the chance 
\\ toenter a secret Street Fighter bout. The 
rest is history. Fel Long's Flaming 
Dragon Kick and his superhumanly 
fastcombination attacks carried him 
to the status of World Warrior. He 
now waits for his chance to test 
his skills against other World 

\ Warriors, 
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9 Your persona 


Name: FEI LONG Style: KUNG Fu Team: NONE 
Player School: HONG KONG TEMPLE Concept: MOVIE STAR 


Chronicle: Signature: SCREAMS AND 
TENSES 


PrysicaL Menmat 


Strength ®@ Perception 
Dexterity Intelligence 
Stamina @ wits 


Agumes ————— 


TALENTS 


Alertness 
Interrogation 


Intimidation Investigation 
Insight Medicine 
Streetwise Mysteries 


Subterfuge Style Lore 


MONKEY GRAB PUNCH 

REKKA KEN 

QOUBLE-HIT KICK. 

DRAGON KICK, FOOT SWEEP 
STEPPING FRONT KICK 


ARENA 
FAME 
RESOURCES 
STAFF 


jeombos: _FERCE TO REKA KEN (01227) 
FIERCE 0 STRONG TO ORAGON KCK (07221) 
ROUNDHOUSE TO STRONG TO FIERCE (07221) 
STEPPING FRONT KICK TO HAIR THROW (O12zY) 


Division: ___ WORLD WARRIORS 
Rank: _¢ (FREESTYLE) 


Standing 
Wins__72 Losses_6 _ 
Draws_! KO's_% 


Q000000000 


eee eee 
Q0000Qooo0u0 
(2 Abilities: 97/4 Backgrounds:5 Techniques: Special Maneuvers: 7 Chi, Willpower: 2s per iyies. Freebie Points: 15, 


Attribute 


Native American Wrestling began as entertainment among) 
braves. They used it to develop endurance and agility. T. Hawk 
combined this style with ancient mystical teachings about 
mental strength and the spirits of the totems. The result was a 
style of deadly throws, crushing strikes and the invocation of 
totem spirits to perform mysterious attacks. Native Amen 
Wrestling he 

circuits 


n 


become ane of the fastest-rising styles in the 


Native American wrestlers are some of the most versatile 
fighters. Their style requires them to think fast in order tonegate 
an attack with an instant counter, This mindset lets them adapt 
‘almost instantly to any situation. Most opponents never realize 
that they have just set themselves up for a fall until they havo 
been pinned. Flexibility, speed and cunning make Native Ameri- 
can wrestlers the fiercest of competitors 

Native American Wrestling consists of attacks and counter. 
atlacks. Wrestlers have awide variety of combinations that allow 
them to reverse any situation. One of their best weapons is their 
ability to spot a flaw In their opponents and use it against them 
This puts most fighters on their guard from the start of a match 
to its end 


The style's only real weakn 


s is that many fighters never 
learn the mental and mystical part to its fullest. They stop after 
‘mastering a few quick tricks, but nothing that co 
them more potent 


id really make 


Not so with the newcomer, Hawk. He used only a portion ot 
the moves in his arsenal to win his first match, butit was enough 
to make a lasting impression on the other competitors. Other 
wrestlers claim T. Hawk's fame is only the beginning for this 
style 

Schools: Its rather easy to find a school, but thse schools 
only teach the basics, The best schools are on the Native 
‘American reservations, but it is very difficult to altend these 
608, Teachors are very suspicious of anyone of non-native 
descent. 

This style first teaches the main techniques and then shows 
their counters, A student is expected to be able to leam to react 
toany given situation, Trainers keop their students constantly on 
their toes with new holds and escapes. 

Members: This style has a very diverse membership. 
Native American wre 
Native Americ 
anyone. 

Concepts: Wrestling fan, Olympic 
athlete, student, shaman 

Initial Chi: 3 

Initial Willpower: 4 

Quoter “| am not a fighter but a 
warrior. |hamess my strength from my- 
selfand the spirits of the ancienttotems. 
This is why | shall never lose. 


rs come in all shapes, sizes and races. 
n Wrestling trainers can find ability in almost 


‘Special Maneuvers 
Punch: p 
Spinning Clathestine (4 pts. Bg: 110) 
Buffalo Pur pt; pg. 108) 

Ear Pop (2 pts.: pa- 108) 
Shockwave (3 pts.: Pa: 110) 

Kick: 


Wounded Knee (2 pts. Pa: 178) 


Block 


Grab: 
Air Throw (2 pts.; pO: 177) 
Back Breaker (2 pis: PS: 118) 
Boar Hug (1 pt: pd: 118) 
Brain Cracker (1 pt: pa- 119) 
iron Claw (4 pts:; PO: 1 
Grappling Defense (3 Pts.: P 
rie Driver (3 pts. P9- 120) 
Be Or ene (1:90:12) 
Neck Choke (1 pt 
Stomach Pump (3 pis: PG: 120) 
Storm Hammer (5 pts.; PO: 121) 
suplex(1 pt; PO: 121) 
Thigh Press (2 p19. pa: 121) 


19. 119) 


pg. 120) 


Athletics: \ 
‘Air Smash (1 pti pa: 122) 

Diving Hawk (4 pts.: Pg: 123) 
Thunder Strike (1 pt: po: 124) 


Focus: 

‘Chi Kung Healing (4 pls,: Pd. 
Regeneration (2 pts pg: 129) 
Thunderclap (4 pis: pa. 190) 
pis.; pg 127) 


126) 


lands so much as they seemed to be 
searching for a certain location, 

T. Hawk andhis fellow tribesmen 
were unable to discover more be- 
fore they themselves were 
discovered by amercenary group 
of Street Fighters.,T. Hawk put up 
a valiant fight, but his size alone 

could not prevail against the skilled 
Shadoloo mercenaries. He and his 
friends were soundly beaten and 
flown into Mexico to be dropped off at 
their tribe's new home, 

His pride hurt, T. Hawk vowed revenge 
against Shadoloo, He immediately began 

training in his people's ancient techniques of 
fighting, perfecting new techniques of Native Ameri- 
can Wrestling and learning how to use his large 
frame, natural speed and strength to overcome a 

dozen opponents at once, 

Finally, T. Hawk trekked into the Mexican 
desert. Here, on the advice of a sharpan, he 
fasted for days beneath the burning sun, Dur- 

Ing his tasting, Thunder Hawk had visions of 
the great bird that would become his name- 
‘sake andhis personal totem. Visions showed 
T. Hawk how to use the power of his body to 
soar and dive like a true hawk. These visions 
allowed T. Hawk to add several special 
‘moves to his arsenal of techniques. 

Years passed, and, Hawk continued to 
train, Then word spread among his village 
of an underground Street Fighter tourna- 
ment. T. Hawk was unsure about entering 
such @ tournament until he heard that 
Shadoloo was sponsoring. Thenhe knew 
the time for revenge was at hand, He 

entered his first tournament and gave 
. the Shadoloo competitors the first taste 
ot his vengeance. 

Since then, T. Hawk has rapidly 

advanced to World Warrior status. He 

I, hopes to get'a shot at M, Bison and 

somehow win back his people's 
D, hornpiary 


The boy who would later be known 
to the world as Thunder Hawk was 
born on a Native American res 
ervation in the state of New 
Mexico, T, Hawk quickly grew 
to manhood, and then kept 
growing, By theageo! tne 
had attained his full height 
of over 7'2", and was filling 
ut his muscular trame, 

T. Hawk became known 
among his people as a great 
athlete and a noble-spirited young 
man, He also became known to the 
wise men and shamans of his tribe as a 
warrior for whom fate had much in store. 
Surely, the spirits had sent such a warrior 
for some purpose. 

Indeed, tate seemed to show ts hand 
when T. Hawk was 19. A large mining 
‘operation managed to bribe and intimi: 
date its way through federal and state 
regulations, and even the reservation’s 
tribal council, to obtain exclusive min- 
eral rights to the reservation’s lands. 
Bofore T. Hawk's people knew what 
was going on, U.S. National Guard 
troops were escorting them off their 
land, The mining company had set up 
a shantytown for the Indians, but most 
of T, Hawk's people either stayed to 
fight oF left for Mexico, 

T. Hawk stayed to fight. He and 
other young and reckless warriors 
would stealthily reenter the reservation 
lands to sabotage the mining opera- 
lion. The saboteurs quickly 
discovered that the mining company 
Was just a front for Shadoloo, and the 
miners were not intent on mining the 
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Name: T. HAWK Style: natve aveRcanwrestins = Team: NONE 


Player Schook: none Concept: WARRIOR 
Chronicle: Stable: none Sigmature: HES HUGE ! 


Puyysicat Soca 


MentAL 


Strength Perception oe 
Dexterity Intelligence le} 
Stamina Wits Oo 


SSS eS ABILMES 
TALENTS Suites KowLenges 


Alertness }® Blind Fighting @@000 Arena @@000 
Interrogation Drive @@000 computer 00000 
Intimidation Leadership ©0000 investigation @0000 
Insight Security OOOO0O Medicine 10 
Streetwise Stealth ©0000 mysteries 
Subterfuge Survival @@00@®@ style Lore 


ces ADVANTAGES 


Bhoegeounns Speci. Maneuvers 


‘BUFFALO PUNCH 


ALES Punch See 
ee Oe GRAPPLING DEFENSE 

FAME Block STOR AAG 

RESOURCES Grab ad 
STAFF Athletics 


OWING HAWK 
ume 

THUNDER STRIKE 

THUNDERCLAP 


Focus 


combos: 
DUNG Hank TO TANCER STE ZZ) 
Dun Hak TO STORM HaNeR 
e e BLOCK 10 JAB 10 PIERCE (Dizzy) 
Qoo00000000 
Division: WORLD WARRIORS 
Rank: _9 (FREESTYLE) Heatty 
, @000890899088 
ies ee : 0000000000 
jns_$4___Losses_# 
Draws__0 KO's_50 e eo0e ee 


o000000000 


Attributes: 75/3. Abilities: 9/7/¢ Backgrounds:S Techniques:3 Special Maneuvers: ’ Chi, Willpower: 2: per svies Freebie Points: 15, 


Sanbo is a Russian form of wrestiing originally used to test 
contestants’ strength and amuse the Czars. It remained a part 
of Russian culture even after the Communists took over. 

The students of Santo believe their style proves who is the 
strongest among men, It tests not only one's strength but also 
one’s will, and students sometimes go to extremes to prove th 
strength. Sanbo students usually resemble the giants of legend 
and myth. They take pride in their huge size and will doanything 
to become the largest in their village. 

Unlike most styles, Sanbo relies almost entirely on strength. 
To prove their might, students may pull wagons loaded with hay 
across a snow-covered field or fight bears barehanded in a 
snowstorm, tts hard to determine what is truth and what is tall 
Jale arnongst their stories, but most students will be more than, 
happy to demonstrate their strength to any doubters, 

Sanbo uses litle flash and even less speed. Wrestiers con- 
centrate on stunning grabs and amazing throws. Opponents, 
assuming that a Sanbo student is clumsy, often make the 
mistake of getting 100 close —that is when the wrestler piledrives 
his opponent's face into the ground. Wrestlers do nat always 
rely on throws: they can execute lethal strikes with equally 
deadly results. Their strikes have been known to cripple an 
opponent with one hit 

Interest in Sanbo has recently increased. Sanbo students 
have appeared in the latest Olympics and competed in both the 
power-lifting and wrestling events, They have demonstrated 


their strength and stamina by besting some of the best athletes 
in the world, 
Schools: Unfortunately, few schools teach Sanbo, and 


those schools are almost always in Russia, Because of th 


‘Special Maneuvers 


Hundred Hand Slap (5 pts PG 409) 


tine (3 pls. 


“8 7 Clothesline (2 pts. ps 


Turbo Spinning 
Ear Pop (2 pts: Pa 108) 


Dauble-Hit Kiok (7 pts pg! 12) 


Block 


orrow (2 is: 08: 117) 

paroron reps) |= 

Seer ag (nt 18) 

Bee er BP?) 

error(s: 99.512 

venciaw (is: 05.119 

Grete 8p. 2) 

MS ver (Bs: 69 Nl 
Oe erste pit 

sais ts); pg: 120) 


perian Suplex (3 PI 
Sean ern (4 pts. pg: 120) 


Spinning Pil 
Seine pure (3048: BO: 12) 
Suplex (1 Pl. PS: 121) ie 

2 pis: pa: 12 
Thigh Press (2 PI Dey 


Grappling Defense (3 PIs: 


422) 
‘Air Smash (1 pti PO: 1221 
Focus 


recent reforms, schools are beginning to appear around the 
world, and the Russian schools are now open to all. tis still 
ditficut to track down these schools, but students say the gain 
is worth the offort 

Sanbo has litte organization. Students are taught the basics 
land then are expected to learn through experience. This is 
supposedto strengthen the student; seems to have worked 80 
far. 

‘Members: Anyone can take classes, but Sanbo students 
are primarily big, strong men. Don't be fooled, though; there are 
women Sanbo wrestlers, but they are as big and intimidating as 
the men. 

Most students train for about six months and then begin to 
learn the rest by experience. Sanbo students are trained in the 
harshest environments in Russia, in order to strengthen the 
fighters 

Concepts: Circus strongmen, blue-collar workers, giants 

Initial Chis + 

Initial Willpower: 6 

Quote: “Only the strong win battles.” 


Zangief was born and raised in Moscow, during the height 
of the Cold War between his homeland and the United 
States, He grew up with a strong sense of pride in 
himself and in his country. To further the Communist 
cause, he began working at an oll refinery 
when he was young. Lifting heavy oil 
drums built up his strength and put 
muscle mass on his large body 

AA visiting Russian politician, 
sesing Zangiet hauling barrels 
that would break a normal 
man's back, asked young 
Zangief to consider entering 
sports in the name of the 
Motherland, Zangiet agreed 
and began tolearn Sanbo, a 
style of Russian wresting, in 
his off-work hours, He found 
the sport entertaining and 
started to wrestle parttime 
but no one could stand 
against him. After he acc! 
dentally snapped one 
opponent's spine, Zangiet 
vowed to give up normal 
wrestling 

Instead, he started 
training against new op 


tic plains did not satisfy Zangiet — after awhile, the bears 
raved ne match for him, 
Insearch of a greater challenge, Zangiel was sent by 
his Russian superiors to enter a Street Fighter compe- 
tition held in the Middle East, Zangiel crushed all 
‘pppetenke ithe toknarnant, ulshe Tecoghtsed 
‘some true competition among the opponents he 
bested. Nor did Zangiet's success go unnoticed 
among his Russian sponsors or among the 
important Middle Eastern polltcians secretly 
attending the tournament. 
Zangiel became a mainstay on the Street 
Fighter cir- cuit, fighting to prove the 
super ority of his style and his 
country, The recent 
|) rupturing of the So- 
viet Union has 
disillusioned 
Zangiel somewhat. 
but he now views 
his duty as even 
more important, He 
wants to raise his 
people's morale by 
showing that Russia 
is stil a mighty force, 
capable of producing the 


ponents, Sponsored by his 
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Name: ZANGIEF Style: sanso Team: NONE 
School: secnay wrestuns care + Concept: USSIAN STRONG MAN 
Stable: None Signature: HOLDS ARMS 


Amerures uP IN VICTORY 


Sociat MENTAL 


Charisma @@@00 Perception 
Manipulation OOO intelligence 
Appearance @@000 wits 


Strength 
Dexterity 
Stamina 


ABImes ————————— 
TALents Sxiues Knowvenges 


Alertness Blind Fighting @0000 Arena @e@000 
Interrogation Drive @@@00 computer 00000 
Intimidation Leadership @@000 investigation 00000 
Insight Security C0000 Medicine @@@00 
Streetwise Stealth @@000 mysteries OOO 
Subterfuge Survival Style Lore @@000 


Speci Maneuvers 
EAR POP, SPNNING CLOTHESLiNE 
TURBO SPIWING CLOTHESLING, 
DOUBLE-HIT KICK, FOOT SWEEP, 
BACK BREAKER, BEAR Hu 
GRAPPLING DEFENSE, HEAD BITE 


OOO0OO Athletics 
OOOOO Focus 


jeombos: ZuNENS HORT CK 70 JAB 
PUNCH TO PILE ORIVER (D12Zy) 

JUNENG STRONG PINCH TO FOOT SHEEP 
RMNENG STRONG PUNCH TO THRO SPRING 
CLOTHESUNE (022y) 


WORLO WARRI 


Division: 


Heatty 

Rank: __/0 (TRADITIONAL) 

. eoccee eo ExpERIENCE 
ro 09000000000 


Wins__!86. Losses__6 
Draws__2__ KO’s__103 


@00000 ee 
0000000000 
Attributes: 7/59) Abilities: 97/4 Backgrounds:5 Techniques:: Special Maneuvers: 7 Chi, Willpower: 3: per sive: Freebie Points: 15, 


Shotokan Karate originated around 2000 years ago. The style 
was used by an order of Chinese monks as a form of defense. 
thas been passed through the generations to those who have 
proved themselves worthy champions. Though not a widely 
Used style, Shotokan Karate has proved itself throughout the 
many years it has been taught. 

Students of Shotokan Karate are usually handpicked from 
people who have petitioned a Sensei. Students typically display 
a strong sense of honor and self-worth, and usually push 
themselves to their limits on a regular basis. They are never 
satisfied with winning; itis the fight they seek, not the prizes. 

Shotokan Karate takes Karate and adds powers summoned 
forth from the fighter’s own energy. Shotokan maneuvers are 
often mind-blowing in their complexity, Skilled students may 
dely the very laws of nature for a short time. Shotokan students’ 
normal attacks are no less impressive. With but a punch, they 
can change the outcome of an entire fight. 

Shotokan Karate became the most famous style of Street 
Fighting when Ryu beat the former World Warrior Champion, 
Sagat, with his vicious Dragon Punch. Since then, many new 
fighters have tried to seek out the renowned Shotokan Sensei 
Gouken, but he has never accepted a new student. Stil, there 
‘are other masters throughout the world who willperhaps train an 
ambitious young fighter, 

Schools: There are many schools for this style, but few 
masters, Most Shotokan schools are located in Japan, but one 
Is in the western United States. 

The structure of this style is somewhat simplistic in design. 
The students start by learning the basics and then advance by 
learning the complex powers and maneuvers of this style. 
‘Students are considered to have completed their training when 
they have truly mastered the Dragon Punch, Many students 
spend years just trying to leatn this, 

Membership: Bolore you can even hope of getting in a 
class, you must have some training in Karate. Then the Sensei 
gathers allthe students and holds a small class to weed out the 
undesirables. The lucky few 
who remain are accepted 
for training 

Concepts: Karate mas- 
ters, fighters, health 
instructors, rich children 


wealth or power, but for the 
fight itself. What care | for 
‘trophies? The thril of victory 
and the thought of my next 
opponent are enough.” 


‘Special Maneuvers 


Dragon Punch (4 pts.: pg. 107) 
z 
Flaming Dragon Punch (4 pts.; PQ: 108) 


gn 91) 
me cane Ki ( 
Ae Pores Kc (8500-11) 
opt 918) 
tg rks 1) 


16) 
‘Maka Ware (3 pls: PO: 7 
San He (4 pts.: pg- 118) ‘ 
Energy Reflection (3 pts. pd: 117) 


Grab: 


Back Rott Throw (1 pt Pg: 116) 


Athletics 


Chi Kung Healing (4 pts: Pd: 126) 


Fireball (3 pts.: Po: 127) 
; reball (3 pts.; PO: 128) 
stunning Shout (2 pts pa: 190) 
Frying Fireball (3 pts: PO: 127) 


Since Ken's appearance on the Street Fighter circuit, F Gouken pronounced it satisfactory enough to 
his dazzling special moves andraw fury have electrified progress to the next technique, Execution 
the underground fighting community. Once he's in that Ken deemed perfect, Gouken found 
a fight, Ken attacks relentlessly, throwing tech- adequate. When Ken groaned in the midst 
nique after technique until his opponent is, of hideously grueling physical workouts, 
knocked senseless. This approach has gar- Gouken would laugh and make him do 
rnered Ken some of the fastest knockouts, more repetitions. 
on record: it has also led him to World But the hard work paid off. Ken even- 
Warrior status. tually mastered the deadly Dragon Punch, 

Noone wouldhave bellevedthe charn the awesome Hurricane Kick, and even 
ing litte boy born to an American military the Fireball that frustrated him for years, 
family stationed in Japan would someday When Gouken finally acknowledged Ken 
(grow to be a fierce fighter. Ken's natural and Fyu as Shotokan masters, Ken immedi- 
{good looks and gaijin blond hair got him a ately 100k off for the States, Living in America 
{ot of unwanted attention from his Japanese was everything he had dreamed: fast cars, gor- 
‘schoolmates. In response to the bullying Ken _920us giriends, and crowds that could appreciate 
received at school, his father enrolled him in ‘4 good fight. Gouken had told Ken and Ryu to 
‘a martial arts dojo. Little did Ken or his father perfect their art through combat, and that's ex- 
realize the significance of the dojo's Grand ‘actly what Ken set about doing. He entered the 
Master — the famous Sensei Gouken, ‘Street Fighter circuit and vaulted to World Warrior 

Gouken proved to be the greatest and rank. He continues to train in America, perfecting his 
toughest teacher that Ken would evar know. Dragon Punch even beyond the level he was taught. 
When Ken was selected by Gouken to be- yu was born the son of a German businessman 
‘come a private student along with the young and his Japanese wife. Living in Japan, Ryu's mother 
Ryu, Ken's life changed forever. Under was not expected to work, but merely to care for her 
Gouken’s direction, Ken and Ryu studied the ‘son. In so doing, she taught her son averything she 
art of Shotokan, Ken took the training very seri- could, including the fundamentals of Karate that 
‘ously, staying in Japan to train even when his she had learned from her father. It didn't take long 
parents returned to America. for Ryu to progress to the limits of her mother's 
The training was hard work; Ken often had to knowledge of the art. 
practice a single technique for months at a time until 
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ti without the slee 

ona Kare ryt, 

Poreece! his blond hair long and dres: 

‘oytehly ‘outside (and inside) the ring- 


You enter a be I 
the hohe etek rage the pee 


2 Style: SHOTOKAN KARATE Team: NONE 
School: GOUKEN'S DOJO Concept: PLAYBOY 


Stable: NONE Signature: VICTORY HAND 
SIGNAL 


Puystcat Socua 
Strength Perception 
Dexterity Intelligence 
Stamina Wits 


a Agimes 
TALENTS Seis 


Alertness Blind Fighting 

Interrogation Drive 

Intimidation Leadership Investigation 
Insight Security Medicine 
Streetwise Stealth Mysteries 
Subterfuge ‘Survival Style Lore 


rms ADVANTAGES 
Speciat MANEUVERS 


BACKGROUNDS 
DRAGON PUNCH 
ALES 
FLAMING ORAGON PUNCH 
ARENA 
CONTACTS POWER UPPERCUT 
FOOT SWEEP 
FAME 
BACKROU THROW 
RESOURCES 


THROW 

HURRICANE KICK 

(AIR. HURRICANE KICK 

FIREBALL 

Jue 

KpPUP 

combos: FIREBALL TO FLAIING DRAGON 
1 aS 
“JUWPING PERCE TO STRONG TO FLAMING 
‘DRAGON PUNCH (O22) 

WRRICANE HK TO FOOT SWEEP 


SENSE! 


Division: _WoALo warsions 
Rank: _ (0 (FREESTYLE) 

Standing 
Wins__105 Losses_!___ 
Draws_0  KO's_% 


Attributes: //5!3 Abilities: 971 Backgrounds:5 Techniques:? Special Maneuvers: 7 Chi, Willpower: 25 por siyle> Freebie Points: 15 


Recognizing her son’s ability in mar- 
tialarts, Ryu's mother managedto enroll 

him in the dojo of the great Gouken, 

Grand Master of Shotokan Karate, Ryu 
{rained intensely for many years, Gouken, 
recognizing Ryu's ability, took Ryu as 
one of his private pupils. 


Under Gouken's guidance, Ryu mas- 
tered the Dragon Punch and the Hurricane 
Kick. He also mastered the dificult Fireball 
‘maneuver, learning to channel his body's Chi 
into deadly flaming projectiles. ee Ma 
When Gouken told Ryu and Ken to leave 7 7 
and prove their art through combat, Ryu im- / r j 
mediately entered his first underground [my 
tournament. The rush of a real fight exhilarated j 
him. Ryu did not disappoint his Sensei, eventually 
fising to World Warrior status and winning the 
World Championship from Sagal, the mighty 
Thal Kickboxer. Ryu defeated Sagat with a 
Dragon Punch so powerful it burned a scar 
across the Thai fighter's chest. 
After that victory, Ryu moved on, search- 
ing for ever greater challenges to test his Fighting. bn rth 


abilities, He went all over the world fighting, care nothing for prizes 
but found few opponents worthy enough to ‘ ‘only for the fight. ven captivated by the 
fight. Eventually, he retreated to relative have befignter chun Li, Dut 


seclusion inJapan, wherehe currently hones 
his skills to perfection and bayond. 


Name: RYU Style: SHOTOKAN KARATE Team: NONE 
Player School: GOUKEN'S DOJO Concept: STUDENT 
Chronicle: Stable: NONE Signature: RAW DETERMINATION 


Puyvsicat 


Strength Perception 
Dexterity Intelligence 
Stamina Wits 


as 
TALENTS Seis KNowLenges 


Alertness Blind Fighting Arena e e 
Interrogation 00000 Drive Computer @0000 
Intimidation @@@0@0 Leadership Investigation @0000 
Insight Medicine @00 
Streetwise @@@00 Stealth Mysteries 
Subterfuge @@000 Survival 

Baceqeounos Specia. Maneuvers 
ALLIES 
ARENA 


CONTACTS: 
FAME 
SENSE! 


ccombos: _/ACANE OK 10 FOOT SHEEP 
JAB TO WPROVED FIREBALL (O1ZZY) 

SHORT TO SHORT TO SHORT (OZZY) 

WPROVED FIREBALL TO DRAGON PUNCH 


Experience 


eee 

si é Standing j 000 
ins. Losses. 

Draws_! _KOs_#@ —- @ @@ 

000 


Attributes: 7/53 Abilities: /7/! Backgrounds: Techniques:3 Special Maneuvers: 7 Chi, Willpower: 2s porsiyies Freebie Points: 15 


Speciat FoRCES TRAINING 


Just aftér World War Il, many nations be; 
‘Special Forces Training far certain 
These units were nothing new, but the 
made covert operations much more important. Furtherm 


Increase in terrorism created the need for military 


Units specially trained to handle terrorists. 


Som 


known Special Forces uni 


— Green Berets, Navy SEALs, Airborn 
ce, SWAT units, FBI 


Rangers, Delta For 
Russia — Spetsnaz, KGB 
England — British Special Agency (Cammy’s organiza: 


P9111) 


tion), SAS (Special Air Services), Royal Marine, M-12 Flas} PISépg. 111) 
112) 


jock Soldiers 


GSG-9 (anti-terrorist polic 
France — French Foreign Legion 
Special Forces soldiers have a mindset of duty and honor 

They are fanatically loyal to their country and their branch of 

12 armed forces, join the 


mmmandos) 


service. Some, after they leave 1 
underground fighting circuit, They are usually quite disciplined 
and can follow any routine given by their trainer, no matler how 
rigorous. Their sense of duty to theirteam usually unnerves mo: 
fighters in their stabi 

Special Forces Training fuses Boxing, Judo, Jujitsu, and Te 
Kwon Do into a swift and deadly hybrid, The style usually relies 
on the quickest and deadliest method of winning a fight. The 
fighter learns to use any technique in his arsenal to wir 
oftan strike vital locations to take down an oppone 
Forces fighter spots a weakness in an oppon 
exploit tas much as possib! 


nt, he wil try to Pg. 120) 
PG. 121) 


Most nations are expanding military operations to counter the 
{growing threat of Shadoloo, While Special Forces fighters are 
appearing more often, they are not the most popular compet 
tors in the underground circuit because of their tactics. Most 


Canon Ori (4p: py 123) 
Focus 


other styles refuse to train with a Special Forces fighter; some won't even allow 
them on their teams. Special Forces commandos blame this on the other styles' 


fear and vanity. 

Schools: 
Marines. E 

This style usually takes away all of the fighter’s freedom, Special Forces agents 
are up by dawn and in by dusk. There is little time for any kind of fun; ven when 
out of the military, fighters usually maintain this grueling schedule. They are a 
trainer's dream and a manager's greatest asset 

Members: The average member is someane who joined the military to learn 
discipline or to better himself. Special Forces commandos usually become Street, 
Fighters because, after they leave the military, they find it hard to find jobs as 
trained killers. 

Concepts: Special Ops military personnel, SWAT agent, retired military 
personnel, survivalist 

Initial Chi: + 

Initial Willpower: 6 

Quote: “Yeah, | fight brutal. But, hey, i's him or me. You know what | mean? 


heir are four types of schools: the Army, Navy, Air Force, and 
wuntry has an elite military force. To enroll, just visit a recruiter, 


™ 


‘As soon ashe graduated highschool, Guile joined the United Guile’s superiors immediately recognized that the soldier's 
States military and was inducted into the Green Berets. After piloting ability nearly matched his hand-to-hand fighting ability 
yoars of intense Special Forces training, he and his buddy They enrolled him in some test-piloting operations, 


Charlie were sent on a secret mission into Thalland to incite Dring one of these test flights, the experimental supersonic 

rebellion against the dictator M. Bison, Guile and jet Guile was flying began to experience severe malfunctions. 

Charlie were betrayed by their own command and ~g was supposed to send sonic vibrations into 

captured by Bison's 1roops. pte tors bos w courte the turbulence of the 

The next few months are etched forever in Guile's min it, giving the pilot a smooth ride at 
giving the pi 


He and Charlie languished in Bison's prison and were 
tortured every day, often solely to humor the mad dictator. 
It was not enough for Bison to break thelr —_ bod: 
les; he wanted to break their spirit 


high speeds in tough winds, but the system malt 
tioned and instead bombarded Gulle with intense 
sonic vibrations, The jet crashed, but Gulle was 
saved by an aulomatic ejection system. 

In the end, Charlie collapsed under the For the second time in hi 
terrible strain of the torture. Guile remem: spent years recovering, this time from 
bers Bison standing aver Charlie's body the damage the sonic energy had done 
as It went through seizures, Bison (o his body. But, as the philosopher 
clasped Charlie's head in his hands Nietzche sai which does not kill 
and seemed to suck the lite force you only makes you stronger.” Guile 
from him, Bison laughed as Charlie's 3 to focus the sonic energy that 
body drew its tinal breath, had become infused in his body. He has, 


ite, Guile 


\ 


Gulle was thrown back in his call, but a developed a devastating sonic energy 
inessing his partner's death, Guile knew he mui attack, which he calls his “Sonic Boom 
‘escape, Like a cornered rat who must fight or die, i Armed with his new sonic power and in 
Guile used his natural cunning and what strength the best fighting shape of his life, Guile began 


was le in his body to escape Bison's prison. After 0 take on all challengers in hand-to-hand corr 
along chase through the jungle, Guile finally ludect . bat at his airbase. No one could match Gulle's 
his captors and made his way lo @ rendezvous speed and style, so when he heard about the 
point, where he was airlifted back to safe ground. Street Fighter competitions, Guile jumped at 
Guile spent the noxt soveral years recuperating the chance to test his abiities further. He has 
since progressed to World Warriorrank. Some 

During this time he honed his fighting skills and fighters believe Guile could even beat Ryu it 
also learned to pilot military fighter jets. there were ever another World Champion 
ent. But Guile does not enter the 

Street Fighter competitions for a shot al the 
championship: he ent 
learned that M, Bison is involved. C 
stop at nothing to avenge Charlie's death 


uile with 


pit of an 
through the 
test flights 


s the 


stilin intact Guile wear 
youre st rnthey dontown YOU arance: Gu! : 
home, buttheY jour tak Appe: re during his 
your home re are glad to nave YOU same uniform he wore OUina. 
your Supt for therm, Of course, YO GayeintheSpecialForces: Hewert™ 

ants working for term |g loyal tO ays F dog tags: nis 
e y country sets of dog ic 
stil patriotic 10 YOUr CONT tofind out two $28 Ot ops his blond hal 
form, butyou's su Charlie's. He ke inom 


our “f Cnatle all those Cnet Mionger than the rilitory 


ipetrayed you and ftand flexing 


Sea screaming act 


Name: GUILE Style: SPECIAL FORCES Team: NONE 
Player School: us. MILITARY Concept: SOLDIER 
Chronicle: Stable: none Signature: STYLISH HAIR 


Puysicat 


Strength 
Dexterity 
Stamina 


Alertness 
Interrogation 


Intimidation Investigation 


Insight Medicine 
Streetwise Mysteries 
Subterfuge Style Lore 


BACKGROUNDS 
ALLIES 
ARENA 
BACKING 
CONTACTS: 
FANE 
RESOURCES 


combos: FYING KNEE THRUST TO SPINNING 
BACK FIST (OZZY),_ JUMPING SHORT TO 
STRONG TO FLASH KICK (D722Y,_-SOMIC 


ee BOOM TO JUNPNG FERCE TO SONG BOOM 

Qg000gdgonouonu0 “JUNPING FORWARD TO SPINNING FOOT SWEEP 
Division: __ WORLD WARRIORS 
Rank: _ (0 (FREESTYLE) 

3 e 
barre goo00000000 
592 _—Losses__2 
KO's 63 @e020000 


000000 


Attributes: 75'3 Abilities: 9/7/¢ Backgrounds:5 Techniques: Special Maneuvers: 7 Chi, Willpower: a: or siyies Freebie Points: 15 


Wow! That was all most fighters could say when they 
saw this cute 19-year-old walk into the Street Fighter 

fing. Fighters who couldn't believe sucha pretty young /' 
thing could tight got a rude awakening. Cammy black: 


ened their ogling eyes, flattening fighter after fighter on 
her way to World Warrior status. 


British government could find no trace of Cammy's 

&é origins, During her stay, Cammy displayed her 

B® increaivie retiexes, The British Special Agency de 
=m 


cided 10 adopt her. 
Cammy’s training began in eamest. Before 
ong, she became one of the Special Forces’ 
Cammy, a relative newcomer to the Street Fighter ~\_ 0p field agents. Cammy's youth and appar. 
circuit, has quickly isen to become the newest World ent innocence made her a perfect 
Warrior. Despite the awesome fight record she's undercover agent candidate, What foreign 
compiled, Cammy’s tomboy attitude, British accent \. power would suspect infitration by a 19. 

land exceptional good looks are what draw fans J. year-old gi? 
attention toher. Cammy takes'tallin stride, though ! Cammy's age, combined with her 
the guys like hor bod or because she can /% the perfect choice to enter the Street 
kick them around the ring. ) Fighteriournament circuit The Bat 
realizing that 


y 
Whlomoxpeencwnonnat 4 aly D ith government 
mo ) certain tournaments had ties to 


2, 
Se 
) 
PY 


J 


Cammy is somehow asso- 
ciated with the British A YJ Shadoloo, sent Cammy in. 
Special Forces, very few real: Cammy was glad togo. Notonly 


ize that she is an active agent does she enjoy the fights, but 
serving the British government. Even | something about Shadoloohas 
fewer people are familiar with Cammy’ true | awakened memories deep in- 
past, In fact, not even Cammy knows about her @ | side her. She is drawn to 
past, fr eho eutlers ftom amnesia and cannot Vee hadolo like math to fame, 
remember anything prior to age 18, hoping that by learning more about the 

The earliest thing that Cammy can remember is. Y y | criminal ompire, she will also learn more 


being dropped off atthe Briish Special Agency about her own past 
headquarters. The officials here took her in and \ 
began to investigate the background of this * y § . 
mysterious git. Alter a lengthy search, the / arance 
acai “4s Appewia Knockout 
10a 018 Ne oci 
Pra £908 wes 
ving ore paints 
y ‘orm 
ung andeoge™Y Yo, unio 3 ould 
A Ork fore WOMIan, yin erat &! 
“Y, by val 


Name: camwy Style: SPECIAL FORCES Team: NONE 
Player School: m-i2 AGENCY Concept: SPECIAL AGENT 
Chronicle: Stable: NONE Signature: POSES, LOOKS 


eS OVER SHOULDER 


Soca Menmat 
Charisma 1® Perception 
/® Manipulation Intelligence 
Appearance Wits @0000 


Puysicat 


Strength 
Dexterity 
Stamina 


Agimes —— SSS STN 
TALENTS Suites Knowvenges 


Alertness Blind Fighting Arena 
Interrogation Drive @ Computer 
Intimidation Leadership Investigation 
Insight Security Medicine 
Streetwise Stealth Mysteries 


‘Subterfuge Style Lore 


Speci. Maneuvers 
SPANNING BACK FIST 
SPINNING KNUCKLE 
POWER UPPERCUT 
FLYING THRUST KICK 
FOOT SWEEP 
HANDSTAND KICK 
SPINNING FOOT SWEEP 
AIR THROW, SUPLEX 
THIGH PRESS, _KIPPUP. 
THROW, JUMP 
CANNON ORL 
combo: JUMPING FIERCE TO STRONG 
TOcrnon onus (0227) JUNG 
ROUNDHOUSE TO STRONG TO THRUST KICK 
go000ggoogogono TO THRUST MCX (0122) 
Division: __WORLO WARRIORS 
Rank: _ (0 (TRADITIONAL) 


BACKGROUNDS 
AWes 
ARENA 
BACKING 
CONTACTS: 
RESOURCES 


Standing 
Wins__#0 Losses__# 
Draws__0 __ KO's_& 


QQoo000o0odododd00 
Attributes: 75/3 Abilities: 977 Backgrounds:S Techniques: Special Maneuvers: 7 Chi, Willpower: 2s per siyios. Freebie Points: 15 


‘Sumo Wrestling has been a part of Japanese culture since 
there was a Japan, Sumotori (wrestiers) have been revered as 
great warriors, and their strength is legendary. The people treat 
Sumo fighters like kings and the yokazuna (champion) like a 
god. Sumo is a part of history that the Japanese people treat 
with the utmost respect. 

‘Sumo wrestlers combine massive size, strength and disci: 
pline. They are trained to respect themselves, thelr opponents 
‘and their sport, They show great restraint as they enter amatch 
and begin by bowing to their opponents. This ritualistic attitude 
often makes other fighters uneasy, but it is all part of long 
standing sumo tradition. Each Sumo wrestler feels that he 
represents not only his sport, but also his family 

The styl itself is rather simple. The fighter uses his body to 
injure the opponent. The styio employs a number ot punches, 
kicks and blocks, but the basic principle is to flatten the 
‘opponent. Sumo fighters use a number of flying tackles that 
other fighters have nicknamed “The Death from Above.” Those 
unfortunates who have experienced this attack can verify its 
strength 

In recent years, Sumo Wrestling has undergone some 
changes. The Americans had the best Sumo wrestler until he 
was beaten by E, Honda. The American champion himself 
signified that Sumo Wrestling was gaining notable recognition 
from around the world. Now, Sumo wrestlers routinely enter 
Streot Fighter tournaments in an attempt to prove their prowess. 

Schools: Most schools are located in Japan, These are the 
best, but not the only, schools. There are three schools located 
In Hawail. Ono of these schools did produce a champion. 

‘Sumo is organized by a complex ranking system. Fighters 
are ranked in two ways: by weight and by the number of tests 
completed, The weight portion is to ensure that smaller fighters 
aren't outclassed, The tests combine strict mental discipline 
‘and rigorous physical challenges. These challenges range 
from carrying large 
amounts of weight over 
long distances to fight 
ing several Sumoatonce, 
This tests the fighter’s 
strength as well as his 
wil 

Members: Sumo 
Wrestling is purely domi 
nated by large men. The 
larger the wrestler, the 
eater the respecthe will 
generally get, but this is 
not always the case. 

Concepts: Japa- 
nesetraditionaiists, large 
men 

Initial Ch 

Initial Willpower:5 

Quote: ‘My sizeismy 
greatest weapon. You 
may be small and agile, 
but that won't stop me 
from crushing you 


Special Maneuvers 
Punch: 


Head Butt (1 pt: pg. 1909) 
Hundred Hand Siap (4 pts. pg. 109) 
Ear Pop (2 pts.: pg. 108) 


Kick: 
Foot Sweep (1 pt; pg, 113) 
Spinning Foot Sweep (1 pt. pg. 115) 
Double-Hit Kick (1 pt: pg, 112) 


Block: 
Maka Wara (3 pts: po. 116) 
San He (3 pts.; pg. 116) 


Grab: 
Knee Bashor 


2 pts.: pg. 119) 


Athletics: 
Flying Head Butt (2 pts,; pg, 123) 
‘Air Smash (1 pt; pg, 122) 


Focus: 
Stunning Shout 2 pts.: pg, 130) 
Toughskin (2 pts.; pg. 190) 


Edmond Honda was born and raised in Osaka. Japan yokozuna class and won several consecutive basho 
He bogan training tobe a sumotoriat avery early age. (tournaments). 
Hours of daily traning toughened his body and mind Satisfied that he had attained his goals as a sumo 
Honda learned mental discipline and virtues at an early wrestier, Honda began writing abou} what he had 
age. He entered sumotori competitions once he was old learned from the sport, He also opened his own 
fenough, but because he matured later than many ‘sumo schoo! to train young wrestlers. 
ther boys his age, he often lost his early Unfortunately, other martial artists in 
rmatchesto larger boys. However, his eprated chars ok HEStCarS WIT 
losses only fueled the fire of his hcl sooken Gorrrishév'es Ghal- 
determination lenges. These petty martial 
As he grew into manhood, aists challenged Honda to 
Honda applied the mental dis froe matches to prove his 
cipline he leamed in sumo “superior sumo style" 
training tohis studies, He be Honda felt honor-bound to 
came a noteworthy student ‘acceptthe challenges or he 
and intellectual, concen- would ose face with his stu- 
trating his studies on dents and public admirers. 
Shinto philosophy and He entered several matches, 
poetry — peacelul pur and defeated all challengers 
sultstoottsetthe grueling Through theee matches, Honde 
sumo training, beganto evaluate the sumostyle 
When his body matured in context with other martial arts 
and began to develop un He felt confident that he could 
der his rigorous training g show the world that with only slight 
regimen, Honda began win- ‘ \ mmodtications, the sumostylewas 
hing more and more sumo notoniy a sport, butalso asupe- 
matches, Ho applied his " rir fighting art 
scholarly insight tothe sumo 4 Honda entered Street Fighter 
style isa. studying the vai competitions to prove his point 
us strikes and techniques Ho advanced steadily through 
untlnehadmastoredthem the ranks, His size and skill gar- 
mentally as well as physi neredmany impressive victories, 
cally : andevenhisrare defeats inspired 
Honda'slifelong training , him to add other techniques to 
paid off when he attained his style. Eventually, he advancedto 
. 5 World Warrior status and has held the 
jaying E. Honda: 


rank for several years. 
You believe that you are 


ragest man in th 3 

mars =e rondaisnugeeven | 

gan =o | restler, which jeads many 

ee a 2 2 eles derestimate Nis speed. | 
ea 


= \cigneees a“ jariant of the 

er, treatingeveryone | eos 
teacher, : z 
: | awash st 
Wath the respect and CO wane ied 
om ae | traditionally and adds some 


You are strictly hon- 
rable and enjoy the 
he 
traditions of 
sumotori and the Shinto 


philosophy: 


} for tournament combat 


Name: EQMOND HONDA Style: sumo Team: NONE 


School: HONos's BATHHOUSE Concept: WORLDS GREATEST SUMO 
Chronicle: Stable: NONE Signature: HEARTY LAUGHTER 


Puysicat Sociat Menrat 


Strength Charisma Perception 
Dexterity Manipulation Intelligence 
Stamina Appearance 


Soe Se Agiumes 
Tavents Suits 


Alertness 

Interrogation 

Intimidation Investigation @@000 
Insight Medicine 

Streetwise Mysteries 

Subterfuge O0000 Survival Style Lore 


mes (ADVANTAGES 
Enonceous Specat Maneuvers 
BUFFALO PUNCH (SUMO SLAP) 

HEAD BUTT 

HUNDRED HANO SLAP 

DOUBLE HIT KICK 

FOOTSWEEP 

SPINNING FOOT SWEEP 

SAN BEAR HUG 

KNEE BASHER, THROW 

AIRSMASH, FLYING HEAD BUTT 
JUMP 


ARENA 
ALLIES 
STAFF 
RESOURCES 


‘combos: JUNPING FERCE TO STRONS TO 
PERCE (022) 
SUNEING STRONG TO HANORED HAND SLAP 


Rank: _ 9 (TRADITIONAL) 


EXPERIENCE 


eeccece 
sending ooo0000000 

Wins__'60 Losses_!3 yy) 
Prewe_2__ Kos_S “GO REee eerie 


Attributes: 7/5'3 Abilities: 97! Backgrounds:5 Techniques:3 Special Maneuvers: 7 Chi, Willpower: ss per vies. Freebie Points: 15, 


n Kickboxing began 
appealing to American spe 
rate, Kung Fu, Boxing 


lors. It combined 
al Kickboxing. It made somewhal 
of 4 splash when it first became a sport and aired on nations 
T.V., but Americans soon became bared when they saw it did 
not have the same flash as the other martial arts. Nonetheless, 
ithhas its 

Kickboxing tries to be a more thought-out version af Boxing, 
and its students prove it. They try to bland the showmanship o 
boxing with the discipline of the martial arts. T of 
martial arts’ simpler moves and spice ther up with spins and 
lumps, This may aocasionally appear to be a waste 
more than ane fighter has lo 


are of practitioner 


wey take sor 


temper, and the match, to a 


skilled Kickboxer 

stern Kickboxing borrows many ofits ki ym both Thai 
Kickboxing and Karate. and gets its punches from Boxing. In 
fact, most good Western kick: tarted their careers as 


amateur boxe 
Recently, Kickboxing has r 
new movies based 


turned to the spotlight. Several 
n this sport have been released, and 
matches have appeared The Jamaican-born 
fighter Doo Jay has both amazed and entertained the world by 
adding his own k port. With the 
guidance, Western Kickboxing could prove to be 
new styl 


4 of magic to this 


Schools: Schools for Kickboxing can be found in every 
major city. The schools found in Philadelphia, New York and 
Washington, D.C. a : 


usually the best, because of the cities’ 
deep boxing background, This doesn't mean th r 


other cities are bad, but the good schools are hard 
Kickboxing is one of the mast organized styles. It follows the 

normal training and publicity format that made boxing a suc 

cess. The training itself is just as hard as boxing, sometin 


moreso, Managers and trainers 
strict schedule t 


armally keep fighters on a 
takes away much of the boxers’ free time 


Fist Sweep (2pts.: PS: 168) 


g Punch (5 pts: Pd: 168) 

Dasbing ins pte. pa. 168) 
in Punch (5 PIS: PS 

Turn Pr 109) 


st (4 pts.; pg. 109 
pis.: pg- 108) 


Hyper Fi 


repping Front Kick (4 pt8-2P 


fed Knee (2 pts: PG 11°) 


Doub 
Wound 


Block: 5 
Defleating Punch (1 pti: 119) 


Grab: 
xcnee Basher (2 pts.iPo: 112) 
Throw (1 pts PG: 118) 


packroll ) 


Cracker (1 pt Pf 
Brain Cracker (1 Pt PO 


athletics 


and liberties. This may seem 
bothersome, but most trainers 
will gladly show the door to re: 
bellious or disobedient students. 

Members: Anyone cantrain 
tobe a Kickboxer, but few actu 
ally become fighters. Most give 
up; others just don't have what it 
takes. Most of the best fighters 
are kids off the street who have 
something to prove. 

Concepts: Street tough, 
gang member, boxer, athlete 

Initial CI 

Initial Willpower: 5 

Quotes “I've been fighting all 
my life to get off the streets, and 
Kickboxing showed me how. | 
owe it my life.” 


The fighter known as Dee Jay grew up During a concert in the U.S. Virgin Is 
in Jamaica and started out as a reggae lands, Doe Jay felt really in tune with the 
singer, performing in bars from crowd. When he hit a certain note, some- 
Montego Bay to Key West. During a thing inside of him let go. A burst of sonic 
gig in Miami, Florida, Dee Jay saw his energy blasted from him and exploded 
first Kickboxing tournament on T.V. It cone of the speakers into debris, Every 
was love at first sight. He immediately body assumed the speaker had blown 
started training, and Kickboxing became on its own, but Dee Jay knew better. He 
his new way to express himself had somehow unleashedalatent power 

It took only five years of training belore It 100k him @ year to focus his sonic 
Dee Jay felt he was ready for competition. power, but eventually Dee Jay mastered 
He fought some professional bouts in America the technique, which he calls his "Max 
and became known both for his winning Out 
record and for his showmanship during Armed with his own special moves, Dee 
the fights, When Dee Jay got an invita Jay accepted his next invitation to @ Street Fighter 
tion to fight in an underground Streat tournament. He plowed through the competition with a 
Fighter tournament, he declined at 4 showy style that left the crowds begging for more, Dee 
first, Buthe showed uptowatchthe _f Jay soon became a regular feature on the Street Fighter 
fight, and atter seeing the daz tournament, advancing all the way to World Warrior 
zing special moves some of the status, 
fighters had, Dee Jay knew he 4a He's stil pretty new on the soene, but his popularity 
had to train mare before getting is quickly growing. Dee Jay plans to be the ultimate 
fighter and entertainer all rolled into one. Already, he has 
one of the largest fan followings among the World War 
riors. His fans travel all over the world to see him perform, 
and Dee Jay hasn't let them down yet 


Into this league of competition. 
So, that’s what he did. He soon 
developed a flurry of uppercut 
punches and some devastating spin kicks. 
But he still didn't feel he was ready until a 
freak accident occurred. 
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Name: DEE JAY Style: WESTERN KICKBOXING Team: NONE 


Player School: SANKA's GYM Concept: musician 
Chronicle: Stable: None Signature: DANCES WITH 


Arergures MORACAS, 
Socrat MentaL 


Charisma ©©0000 Perception 
Manipulation @@0@00 intelligence 
Appearance @@000 wits 


Puysicat 
Strength 
Dexterity 
Stamina 


Agimes ee 


TALENTS Seiues Knowienges 


Alertness Blind Fighting Arena 
Interrogation Drive ‘Computer 

Intimidation Leadership Investigation 00000 
Insight Security Medicine @@000 
Streetwise Stealth Mysteries @@000 


Subterfuge Style Lore 


BACKGROUNDS 


ALLIES 
ARENA 
FAME 
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TO DOUBLE DREAD Nick (O22) 
ROUNDHOUSE TO JAB TO HYPER FIST (OZZY) 
FIERCE TO STRONG TO SONC BOOM (9221) 
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Division: WORLD WARRIORS 
Rank: _ 10 (FREESTIE) HEALTH 
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ssa pie oo00000000 
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Attributes: 7/5 Abilities: 97/4 Backgrounds:5 Techniques:: Special Maneuvers: 7 Chi, Willpower: 2: per ives. Freebie Points: 15 


Chinese. However 
way of practicing 


The words Wu Shu mean “art of 
Wu Shu actually originated as amore peace! 
Chinese Kung Fu, When the Communist governmer 
trolof China, they abolished the widespread prar 
and replaced it with the government-spo' 

Shu. Wu Shu was meant to be a more acrobatic, performance: 
oriented art form that preserved the Chinese cultural aspects of 
Kung Fu, out did not include too much study of fighting. The 
government feared that widespread practice of Kung Fu 
Jead to trained fighters who might oppose the gov 

is has left many people in doubt as to whether Wu Shu 
a valid fighting style or just a bunch of pretty moves. No one 
doubts that the style Is incredibly demanding on its practitio- 

not found in any oth 


ners, requiring leg strength ana flexib’ 
style, Recently, Chun Li and other fighters have emerged trom 
Chinato show the Street Fighter circuit that the flashy, acrobatic 
moves of Wu Shu are indeed effective combat maneuvers. 

Wu Shu students begin very young, when their parents enroll 
them into Wu Shu schools to begin training for the Chinese W 
Shu Olymples. The training continues throughout the child's 

xtreme flexibility. Students of 

They are disciplined and 
s to better themselves. 

Wu Shu combines the fighter's natural acrobatic ability with 
advanced fighting techniques. This usually makes Wu Shu 
pracitioners among the quickest combatants. Their strikes are 
Quick and right on target, but beautitul to watch, with a stunning 
grace 

School: 
although the best are in China 
s of acrobatics sch 


youth, emphasizing speed 
Wu Shu exemplify poise and gra 


There are Wu Shu schools in nearly every country, 
Thoy are usually found in areas 


Special Maneuvers 


Punch: 
Reekka Ken (5 pts.: pg. 109) 
Spinning Knuckle (3 pts.; pg.410) 


Kick: 
Air Hurricane (1 pt.; pg. 141) 
Back Flip kick (2 pts.; pg, 114) / 


Flying Thrust Kick (4 pts.; pg. $2) 
Forward Flip Knee (2 pts.; pg, 113) 
Handstand Kick (1 pt; pg. 113) 
Hurricane Kick (5 pts.; pg. 114) 

Ughtning Leg (3 pts.; pg. 114) 

Stepping Front Kick (4 pts.: pg, 115) . 
Whirlwind Kick (4 pts.; pg. 115) 
Double-Hit Kick (1 pt.; pg. 112) 

Great Wall of China (6 pis.: pg. 113) 


Block: 
Maka Wara (4 pts; pg, 116) 
San He (3 pts.; pg. 116) 


Grab: 
Ar Throw (2 pts.; pg. 117) 
Back Roll Throw (1 pt; pg, 148) 


Athletics: 

Cannon Dri (5 pts.: pg. 123) 

Flying Heel Stomp (3 pts:: pg. 123) 
Rolling Attack (3 pts.; pg. 124) 
Vertical Roling Attack (2 pts.: pg. 125) 
Wall Spring (1 pt; pg. 125) 

Drunken Monkey Roll (2 pis.; pg, 123) 


Focus: 
Chi Kung Healing (4 pts.; pg. 126) 
Fiteball (4 pts.; pg. 127) 
Improved Fireball (5 pts.; pg, 128) 
Flying Fireball (3 pts.; pg. 127) 


Teachers of Wu Shu are nearly as strict as drill instructors. 
They expect students to perform well beyond their potential 
Students who fail to pull their own weight are usually asked to 
ap attending classes. 

Members: Wu Shu has more female practitioners than 
males, but this is usually because of the large number of 
females in acrobatics. Males can also learn Wu Shu. 

Concepts: Circus acrobat, gymnast, dancer, performer in 
the Peking Circus 


Initial Chi: 3 
Initial Willpower: 4 
Quote: “| am not just a fighter; | am also an artist. It is 


important that my attacks be perfect: one error, and my oppo- 
nent has won, 


Chun Li was born in a small town in China. Her mother died struggle in his home. The police suspected that he had been 
from disease when Chun Li was born. Her father, a police taken by the killer, who was likely a member of a secret 
investigator, could not care for her and work at the same time, organization, They were searching for him, but there were no 
0 young Chun Li was sent to attend a Wu Shu school signs yet, They told Chun Li to retum to school; they 
nearby. Chun Li grew up living and breathing Chinese, I) would inform ner as soon as they heaed anything 
acrobatics and learning the Wu Shu martial forms. Chun Li was reprimanded when she returned, but 

Chun Li saw her father only one day out of every she was such a prized pupil that her teachers al 
week, when he would come visit her ather school. Chun owed her to leave school two days each month to 
Li always looked forward to each visit from her look for her fathor. Chun Li swore that she would 
father, and grew to love him dearly despite Jeam the methods of an investigator so that 
their frequent separation. Every week, she . she could find her father. 
showed her father her newest acrobatic Chun Li grew to womanhood under the 
maneuvers and told him all about her cloud of her father's disappearance. She 
academic studies has turned investigation into a profes- 
One fateful day, Chun Li's fa- sion, and has worked with both the 
ther failed to arrive on his Chinese government and Interpol 
appointed day. Chun Li waited as aprivate investigator. The loss 
for nearly @ week before she ot her father also gave her the 
‘sought permission to leave school Grive to excel in Wu Shu until she 
and travel to her father's home. She y became the national women's Wu 
was denied permission to travel alone, ; Shu champion of China, 

80 she ran away from schoo! that night. "Ry a Her Wu Shu also helped her when she 

She hiked back to her father’s town in \Yis tracked down the first clue to her father's 
the middle of a mooniess night, only to disappearance, She discovered the man 
discover her father's home completely empty, with the phoenix tattoo in @ bar in Shanghai 
Sho cried herselt to sleep on the doorstep. When the man refused to take her interrogation 

Inthe morning, she asked the police where seriously, Chun Li showed him the business end 
her father had gone. They sadly told her that ‘of her Lightning Leg kick. The man told her of 
he had been involved in a murder investiga- Shadoloo, the evil organization run by M, Bison. 
tion and had spoken ot how he was closing in The tattooed man had once worked for Shadoloo 
on the killer. He knew that the man had @ and kidnapped her father when he discovered 
tattoo of a phoenix. The next morning, he had too much, He delivered her father to Shadoloo 
disappeared, but there were signs of a Chun Li swore she would continue to search for 

him if she had to fight M. Bison himself, 
Chun Li entered the Street Fighter circuit to track 
down others responsible for her father's disappearance, 
She endured the tournament circuit in search of clues, 
and along the way rose {o World Warrior status. She will not 
to find your rest until she finds her father 
entering one 
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Name: CHUN LI ‘Style: wu sHu Team: NONE 
Player School: cHINese ACROBATICS Concept: DETECTIVE 
Chronicle: Stable: None Signature: SPIKED BRACELETS 


Puystcat SoctaL 


Strength Charisma 
Dexterity Manipulation 
Stamina Appearance 


TALENTS Suits 


Alertness Blind Fighting @e@e00 
Interrogation Drive 
Intimidation Leadership 
Insight Security 
Streetwise Stealth 
Subterfuge ‘Survival 
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combos: 1RONS TO FIERCE (07227) 
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‘Attributes: 7/52 Abilities: 97/4 Backgrounds:s Techniques:? Special Maneuvers: 7 Chi, Willpower: 2: per iyles Freebie Points: 15, 
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Monkey Grab 
Triple Strike (2 PIS: 


Kick: 


Back Flip Kick ( 


Double i 
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Blocks: 
Kick Defense (1 Pt: 


Maka Wara (5 pts: 


Punch Defense (1 pt P&: 
Missile etiection (2 ps: Po: 116) 


4 
ts; pg. 114) 


pg. 115) 
116) 


pg. 116) 


Deflecting Punch (1 pts pa: 175) 
Energy Retection 4 pts: PO 117) 


‘Almost anyone can study ho basics of martial arts, but most 
people don't have the patience or discipline to advance to the 
higher levels of their style, Only a rare individual has the mental 
discipline, physical ability and fighting spirit to become a master 
of her chosen art. Only these few masters ever perfect wha 
‘others call special powers of hemartialarts. These superhuman 
abilities often distinguish the winners from the losers on the 
Street Fighter circuit 

Many Street Fightors distinguish thamsolves by their mastery 
of Special Maneuvers. These moves display such impressive 
martial prowess that they become recognizable trademarks of 
the wielder. A warrior is identified by and remembered for his 
special moves. Everyone knows that if you stay within arm's 
reach ot Honda, you'll have a hundred bruises to show for it 

In most cases, a Special Maneuver is the result of talent and 
training, By practicing a move countless times, a Street Fighter 
can hone the maneuver to superhuman levels, However, in 
some cases a Special Maneuver is actually a manifestation of a 
superhuman abilty, The rigors of training, the tocus of medita: 
tion and the sacrifice of dedication evoke these latent powers in 
a true Street Fighter. 


Ciyoosing Your Powers 


if you plan on using one of the World Warriors for your 
character, your special moves and powers are already listed 
with the World Warrior's stats. Just look up the descriptions of 
your World Warrior's powers in this chapter so you'll know what 
you're unleashing when you cut loose with one of the special 
moves 

it you're designing your own character, you've got one last 
stage of character creation to complete: selecting your Special 
Maneuvers. When you designed your basic character. you had 
a certain number of points to spend on different Traits. Now you 
have a number of Power Points to spend on Special Maneuvers 
and Combo Maneuvers. For astarting Street Fighter char 
ter, you have seven Power Points with which fo buy Speci 
Maneuvers. if you want another move or two, you can get ar 
extra Power Point or two by spending freebie points. Four 
freebie points buy one additional Power Point (see Chapter 
Four: Character Creation). 

Each of the special powers described in this chapter has a 
Power Point cost associated with it. Sometimes this cost differs 
for different tyes of martial arts, and some moves are available 


only to Street Fighters who practice a certain style: You can 
ind your Power Points on nearly any Special Maneuver you 
choose, but watch out for the prerequisites each move has 
(prerequisites are explained below), 

Remember to choose your powers carefully. Special powers 
are difficult to master and take a long time to learn with experi 
nce. Your character had better be able to survive, in and out of 
the ring, with the powers you select. 


Wuat Do Te Numbers Meay? 


‘You cannot define the spirit of the dragon! When | kick, the 
dragon spirit is unleashed within me. It tits me into flight and | 
feel my chi rush to my kicking feet until the very air explodes in 
the dragon's fiery anger.” 

Fel Long, in an interview for Kung Fu World Magazine - 
The description of each Special Maneuver includes numbers 
and information that define how the move is learned and used in 
combat. All these numbers are explained below. 


PreReQuistTes 
id adage 


You don't see many beginning Street Fighters rocketing 20 
feet into the air and busting loose with a Flaming Dragon Punch 
Ken certainly didn't just wake up one day with the ability to 
perform it. He learned the technique over many years by first 
‘mastering other techniques along the way, First Gouken taught 
him an uppercut punch, then a jumping uppercut, then a true 
Dragon Punch, and finally Ken went on to perfect his Flaming 
Dragon Punch. 

The same progression holds true for any Street Fighter who 
wishes to master a special power, especially the most powerful 
maneuvers, Therefore, each special power description includes 
alist of prerequisites, Before a character can buy that special 
power, he must meet all of the prerequisite requirements. 

There are two types of prerequisites: Technique level and 
mastery of other special powers. Technique level prerequisites 
are simple — if a power has a prerequisite of Punch *se, then a 
Street Fighter must have three dots in his Punch Technique 
before he can learn that special power. 
1er type of prerequisite is that the character must have 

a basic special power before she can purchase a 


more advanced version of it. For example, a character must 
have already purchased Dragon Punch with Power Points or 
through experience before she can spend Power Points or 
experience on Flaming Dragon Punch, 

Many special powers will have both types of Prerequisites. 
For example, both Punch ###es and Dragon Punch are needed 
before a character can buy Flaming Dragon Punch, 


Power Powas 


"Sure, some days I'd ask myselt iit was worth it. Every day, 
bustin’ my head on the tarmac ‘cause | didn’ flip all the way 
around in the Flash Kick. I'd kick up over my head, and then 
gravity would grab me like | was pullin’ a 4G climb ina F-16 and 
slam me headifirston the concrete. My buddies would laugh, but 
| just got up and practiced it again, and again, and again. My 
buddies don’t laugh now, except at the foolboys who come 10 
the airbase thinkin’ they can take me on—take me and my Flash 
Kick on, that is.” 

— Gulle, in an interview for Fortune Soldier Magazine 


Mastering Special Maneuvers takes uncommon determing- 
tion from a Street Fighter. Moves must be practiced endlessly to 
achieve true mastery, The Street Fighter must not only be able 
to perform a technique, it must be a natural part ofthe fighter's 
arsenal, allowing the Street Fighter to perform the special power 
rollexivaly in response to an opponent's move, 

Each Special Maneuver has a Power Point cost listed for it, 
The cost to buy a move depends on a character's style, a5 
shown under each move. For example, the Power Point cost for 
amovemightsay “WuShu3; Any”, which means thata Wu Shu 
stylist can buy the power for three Power Points, and any other 
‘style must spend four points to buy the power. 

However, somo moves are only available to certain styles. 
Unless a power lists “Any” under its Power Point cost, then only 
certain styles can buy that move. For example, a Spocial 
Maneuver might have a Power Point cost that reads "Shotokan 
Karate 2; Wu Shu, Kung Fu 3.” This means that only Shotokan 
Karate, Wu Shu, and Kung Fu stylists can learn that maneuver 
and characters of those three styles would purchase the ma- 
‘neuver at @ cost of two or three points depending on their style. 


DesceipTion AND System 


Each Special Maneuver also has a short explanation of what 
the power is, what it looks like when it's executed, and how the 
power was developed or how martial artists train to pertect the 
move. 

‘All the gritty rules information is listed under the System 
header for each power. A lot of the rules might nol make sense 
Until you read the chapter on combat, but you can ask your 
Storyteller about them. 


Cht wo Uiwrouse Cosy 


Many moves require a Street Fighter to spend one or more: 
points of Chi and/or Willpower before he can execute the move. 
Chi and Willpower costs are listed where applicable. If a 
character doesn't have enough Chi or Willpower to pay for the 
move, then he cannot perform it. Ifthe fighter is interrupted and 
‘cannot perform his special move (victim moves aut of range, 
fighter gets knocked down, etc.) he can always choose not to 
perform the special mave and save his Chi and Willpower. Only 
when the move is actually performed does he have to spend that 
power's Chi and Willpower cost, 


Monieters 


Each combat maneuver in the basic version of Street 
Fighter has three modifiers: the Speed modifier, the Damage 
‘modifier, and the Move modifier. Every character has certain 
basic maneuvers like a Jab Punch or a Roundhouse Kick. The 
‘modifiers for these basic maneuvers are given in Chapter Eight: 
Combat. 

Allof the special moves and powers in this chapter also have 
these three modifiers, which describe the maneuver in terms of 
the game rules. For example, a maneuver's Speed modifier 
determines how quickly a fighter can execute this move, Some 
moves take longer to execute than others. For example, Honda's 
Hundred Hand Slap is slower than Fei Long's blindingly fast 
Rekka Ken punches, This is shown by the Hundred Hand Slap 
power having a lower Speed modifier than the Rekka Ken. 
Similarly, a special power's Damage modifier indicates how 
hard the power hits, and the Move modifier determines how far 
the character can move while executing the maneuver. 

How mogitiers add up is fully explained in Chapter Eight. For 
‘now, keep in mind that the higher the number, the better, Also, 
youll soe two different kinds of modifier numbers listed for 
‘special powers. If anumber has a plus sign (+) or minus sign ( 
) in front of it, you will add or subtract this number to another 
‘number. i he number is written out, then the number is set and 
nothing gets added or subtracted tot, For instance, "Speed: 
Two" means that the total Speed for this Special Maneuver is 
two, It doesn't matter what the character's Dexterity is; any time 
she uses this move her Speed is 2, However, a modifier of 

‘Speed: +2 means that a character's Speed while using this 
move increases by two(so.a character with Dexterity who uses 
this move will have a Speed of 5 in that combat turn). Similarly 
“Damage: +0" moans that the maneuver doesn't add any dice 
to its Damage roll, “Speeds -1” means that one is subtracted 
from the character's Speed, and “Movet None" moans that the 
character cannot move out of her hex that turn, 


SPEcuL Maneuvers 


Here they are — the descriptions of the specific Special 


Maneuvers. The powers are grouped in six categories (Punch, 
Kick, Block, Grab, Athletics, and Focus) according to the 
Technique on which they mainly rely. For example, you'l find 
Ken’s Dragon Punch under Punch and Blanka’s Rolling Attack 
under Athletics. 


This category of special moves includes allthe variety of w 
‘martial artists have found for using their hands in combat, The 
category also includes elbows and even head butts. 


Buffalo Punch 

Prerequisites: Punch ++ 

Power Points: Native American Wrestling 1; Any 2 

The fighter clenches:both hands together into one big fist 
above his head and swings both arms down on top on his 
‘opponent's head. Its said that some Native Americans could 
stun a full-grown bulfalo with this stow but powerful punch. 

‘System: Use the modifiers below. 

Cost: None 

Speed: -2 

Damage: +5 

Move: One 


Dim Mak 
Prerequisites: Punch 
Power Points: Kung Fu 4 
Dim Mak is the aft of the death touch, Masters of Dim Mak 

possess secret knowledge of how Chi flows within the human 

body. The human body's Chi patterns are said to vary ac 

to the time of day, season, and many other 

master of Dim Mak possesses knowledge ofall of the 

and utilizes itto pinpoint vulnerable locations on his opponent's 

body. Thus, amere finger thrust can disrupt Chi flow and bring 
all sorts of misery to the victim of the Dim Mak strike. 

Legends of Dim Mak say that itis possible for the master to 
touch a victim and delay the damage to the victim's body by 
seconds, minutes, days, or even months. Certain pressure point 
strikes can paralyze the limbs, atlict the victim with specific 
diseases, and even kill with one blow. 

The arts of Snake Kung Fu come closest to maintaining the 
knowledge of Dim Mak, buta qualified teacher is extremely rare. 
System: While there are many effects of Dim Mak that a 
Storyteller should fee! free toinclude for dramatic purpose 
of Dim Mak in tournament combat nas certain specific effects. 

Whenever a fighter strikes an opponent with a Dim Mak touch, 
damage is rolled normally, but the attacker inflicts two extra 
effects, The firstis that she can decide to delay the damage from 
the strike for any specified number of turns. The damage will be 
applied against the opponent's Health at the beginning of the 
specified turn. The character does not have to tell her opponent 
when the damage will be dealt, but the player should tell the 
Storyteller or write it on a piece of paper. 

The second effect is thal the attacker can temporarily lower 
cone of the victim's amy Physical Attributes by one point per 
successful Dim — Makstrike, Physical Attributes can 
not tbe lowered below 1 in this 

manner, The 
victim's Speed, 


Healing 


oteric fa 


use 


ye. and natural resistance temporarily drop as his Dexter 
ity, Strength or Stamina is reduced. Any tests involving the 
affected Attribute must be made using the lower score. The 
Victim can regain these lost points after combat by making a 
successful Honor roll, asf the points were Chi (see Chapter Five 
on regaining Chi). 

Example: A Dim Mak practitioner strikes an opponent. She 
scores three damage successes. The fighter can choose to 
apply this to the victim's Health now or wait to apply it any 
number of tums in the future. In addition, the fighter chooses to 
lower the opponent's Strength by one (she has struck a point 
along the victim's rib cage that leaves his arms feeling numb 


and weak), 


Speed: +0 
Damage: +0 
Move: +0 


Dragon Punch " 

Prerequisites: Punch ****, Jump, Power Uppercut 

Power Points: Shotokan Karate 4; Kung FuS 

‘Gouken is the only living master who is known to teach this 
incredible maneuver. He has passed it on to his students Ryu 
and Ken, and they have used it to forge their names among the 
ranks of the World Warriors 

System: The Dragon Punch is a leaping uppercut that 
counts as an Aerial Maneuver. The fighter chooses any one 
(round or aerial opponent within his Move range to suffer the 
Dragon Punch's wrath, Opponents in the middle of Aerial 
Maneuvers sutfer a Knockdown if the Dragon Punch scores 
damage against them (as if it wouldn't!}), Grounded opponents. 
are simply knocked back one hex from the force of the blow. 

The force of the punch carries the fighter high into the air, The 
Dragon Punch can be usedlike the Athletics special move Jump 
to avoid incoming projectile attacks; however, If it is used 10 


interrupt and leap over a projectile attack, the Drago 
annot be used against the opponent fring the prc 


Cost: 1 Willpower 
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Honor point. 
Cost: None 


Flaming Dragon Punch 
Prerequisit. *, Focus #8, Dragon Pun 
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Power Points: Capovira, Kabaddi, Sumo 1; Any 2 

When the knuckles want do. some fighters use their heads. 
Many styles practice head bult strikes as part of their close- 
range fighting arsenal of maneuvers. Fighters have to undergo 
grueling training to perfect this move. Training involves condi 
tioning a fighters forehead to take the punishmentof the hit. The 
fighter bangs his head on padded wood, then bare wood, then 
bricks, then stone, This gradually toughens the fighter’s head 
Until he can crack just about anything with one solid blow from 
his head 

System: Use the modifiers below. 


Hundred Hand Slap 

Prerequisites: Punch *s+++ 

Power Points: Sumo 4; Kung Fu, Sanbo § 

Informal sumo wrestling matches, sumotoriare not allowed to 
sirike with a closed fist, only with slaps and palm heel strikes 
Using an openhand. This restriction has led sumotorito develop 
fan awesome technique that utilizes open hand slapping. With 
the Hundred Hand Slap, the sumotori creates a blurringly fast 
flurry of strikes to overwhelm an opponent. 

The strike's name derives from the fact that sumotoriwho train 
to perfect this special move practice by striking a large wooden 
post 100 times as fast as they can. A fighter is timed on how fast 
he can doliver the blows with his open hand to the wooden post, 
over years of training, heis expected to reduce this time to under 
two seconds! Even the thickest posts often crack under the 
torrent of hammering blows. 

System: A lighter who usos Hundred Hand Slap in combat 
{gets to roll three times for damage, using the modifier given 
below for each strike, 


Hyper Fist 

Prerequisites: Punch ****, Power Uppercut 

Power Points: Western Kickboxing 4; Special Forces 5 

Dee Jay has generated a lot of business for dentists with his 
cchin-pounding Hyper Fist. Other fighters have tried to learn the 
move with varying degrees of success. Fighters who master the 
Hyper Fist are able to throw a flurry of uppercut punches that 
pound their opponents with multiple hits. 

System: The fighter gets to roll three damage tests against 
the victim of the Hyper Fist 


Move: One 


Monkey Grab Punch 

Prerequisites: Punch *, Grab * 

Power Points: Kung Fu 1; Any 2 

This relatively simple Special Maneuver originates from Mon- 
key Kung Fu, The fighter lunges forward, grabbing and pulling 
away an opponent's blocking arm with one hand, then deliver- 


ing @ quick punch with her remaining hand. 
‘System: The Monkey Grab Punch works just like the Basic 
Maneuver Strong Punch, but itis slower and ignores Blocks. If 
the fighter's target Blocks, he does not get to add his Block 
Technique to his Soak total against the damage from the 
Monkey Grab Punch. 
Cost: None 
Speed: 2 
Damage: 
Move: +0 


Power Uppercut 

Prerequisites: Punch * 

Power Points: Any 1 

This move Is relatively basic as Special Maneuvers go, but 
more than one Street Fighter has won a tournament with bread- 
and-butter moves lke the Power Uppercut. This powerful punch 
starts low and ends high above the fighter's head. By using her 
legand back strenath, the fighter can deliver some fierce power 
with this punch, The total commitment to the punch usually its 
the fighter slightly off her feet as she punches upward 

System: | the Power Uppercut is used to interrupt an 
‘opponent's Aerial Maneuver, the Power Uppercut will also 
‘cause a Knockdown (fit scores damage), knocking the oppo- 
‘nent out of the sky before he can land his own move. 

Cost: None 

‘Speed: -) 

Damage: +3 

Move: One 


Rekka Ken 

Prorequisites: Punch #***, Athletics « 

Power Points: Kung Fu 4; Western Kickboxing, Wu Shu 5 

The Rekka Ken maneuver was developed by Fei Long. He 
combined the speed of his Wing Chun Kung Fu punching with 
‘new concepts of footwork. The Rekka Ken is essentially a 
special kind of punching combination. First, the fighter dashes 
forward and delivers a blindingly fast punch. This first punch is. 
followed by advancing steps and up to two more consecutive 
punches. The rapid three-punch combination can devastate an 
‘opponent in mere seconds. 

‘System: The Rekka Ken is similar to other Combo Maneu- 
vers (see later in this chapter). During the first turn of the Rokka 
Ken, the player uses her Rekka Ken Special Maneuver card 
‘along with any of the three Basic Manouver purich cards (Jat 
‘Strong or Fierce). The punch is resolved normally, but the Rekka 
Ken gives it +3 extra Speed beyond its normal Speed rating, 

For up to two subsequent turns, the player can continue 
playing the Rekka Ken card along with a regular punch and get 
the +3 Speed bonus to the punch. Each punch must be used on 
the same opponent, and the damage from each punch com- 
bines tor purposes ot dizzying the opponent. é 

‘Aspecial showmanship always accompanies the Rekka Ken, 
If a fighter uses the Rekka Ken for three consecutive turns: 
against an opponent, the fighter is obligated to take a moment 
to struthis stuff, posing and howling in overconfident zeal Ifthe 
fighter does not take a tur to do this, he loses three temporary 
Glory points. If he does pose, he gets the standard +1 Glory 
(temporary) for showmanship, 

Cost: 1 Willpower per tum used, 

‘Speed: See description above. 

Damage: See description above. 

Move: See description above 


Shockwa: 

Prerequisites: Punch sees, Focus ** 

Power Points: Native American Wrestling 3: Any 4 

Native American warriors can strike the earth with a mighty 
fist, causing it 10 tremble and quake. The force of the strike 
sends a shockwave straight across the ground: this tremor can 
topple objects and people, The Shockwave Maneuver can even 
cause some walls to buckle and crack as their supports vibrate. 

System: Tho character chooses a straight hex-iine down 
which to send the shockwave. The shockwave extends for a 
number of hexes equal to the character's Strength, beginning 
with the hex adjacent to the character 

Anyone standing in one of the affected hexes (characters in 
the middle of Aerial Maneuvers are not affected) sulfers dam- 
age and is Knocked Down. Note that Shockwave knocks 
everyone down, even if an opponent was blocking or didn't 
suffer any damage trom the maneuver. 


Move: None 


Spinning 

Prerequisites: Punch ** 

Power Points: Special Forces, Western Kickboxing 1: Any 2 

This punch gets its power from the rotation of the fighter’s 
body. To deliver the Spinning Back Fist, the fighter steps 
forward with her rear foot, pivoting 180 degrees backward to 
strike with an outstretched back fist. The move is powerful and 
allows the fighter loadvance on an opponent as she delivers the 
strike 

‘System: Use the modifiers below. 

Cost: None 

Speed: -1 

Damage: +2 

Move: +1 


Spinning Clothesline 

Prorequisites: Punch ***, Athlotics #** 

Power Points: Sanbo 3; Capoeira, Native American Wres- 
tiing 4; Special Forces 5 

Whirling destruction! The wrestler spins her body like a top. 
Her outstretched arms club any opponent near her. She can 
wade through a gang of street punks, sending them flying in all 
directions 

System: When using the Spinning Clothesline, the fighter 
moves and attacks simultaneously. When she initiates the 
move, the wrestler makes a damage test against all opponents 
sharing her hex or in an adjacent hex. All opponents who are hit 
are knocked back one hex from the wrestler. The wrestier then 
moves one hex and repeats the round of damage rolls. She 
keeps moving and making damage rolls until she uses up her 
Move or decides to stop. 

‘Anyone nearby who is executing a Crouching Maneuver will 
rot be hit. 


Cost: 1 Willpower 
Speed: +0 


Spinning Knuckle 
Prerequisites: Punch ++, Athletics *, Spinning Back Fist 
Power Points: Special Forces 2; Western Kickboxing, Wu 

‘Shu 3; Any 4 
This move is an advanced version of a Spinning Back Fist. 

Instead of taking one step forward-and spinning into a back fist, 

the fighter actually dances forward, taking several body-turning 

cross-steps before delivering the attack. The Spinning Knuckle 
uses the fighter’s advancing mation to add power to the blow 

Furthermore, the fighter actually delivers two back fists at the 

end 

‘System: The fighter gets to rol wo damage tests, as the fst 
connects twice. 

Additionally, the fighter’s dancing, turning steps allows him to 
evade projectile attacks. If the fighter interrupts a projectile 
attack with @ Spinning Knuckle, the fighter gets a chance to 
dodge the projectile just as if he had used the Jump special 
move (see the Athletics special moves section). 

Cost: | Willpower 

‘Speed: i 

Damage: +) 

Move: +3 


Tripte Strike 

Prerequisites: Punch 

Power Points: Any 2 

The fighter pulls back into a tight position, almost as if she 
were blocking, and then lashes out with two fists and a kicking 
foot at any one target next to her. 

‘System: The tighter rolis damage forall three strikes, butthe 
target only suffers damage from the two strikes that inflict the 
most damage (the third one is assumed to have missed its 
mark), For example, the fighter rolls damage for the two punches 
and the kick, scoring two, one, and three successes. on the 
damage rolls. The two- and three-point damage strikes are 
‘applied to the target; the punch that scored only one damage 
success Is ignored, 

The two punches have a +0 damage modifier; the kick has a 
+1 damage modifier, Naturally, the damage for the kick is 
calculated using the fighter's Kick Technique, even though the 
Triple Strike is a Punch Special Maneuver. 

Cost: None 

Speed: -2 

Damage: See description above, 

Move: None 


Kick « 


Turbo Spinning Clothesline 

Prerequisites: Athletics ****, Spinning Clothesline 

Power Points: Sanbo 2; Capoeira, Special Forces 4 

Frustrated by the speed of some opponents, Zangief worked 
hard to make his Spinning Clothesiine faster. 

‘System: This move is identical to the Spinning Clothesline, 
except that itis quicker and travels farther. 

Cost: 1 Willpower 


Why use two clubs when you can use four? That's what many 
martial artists ask boxers and other street brawlers who rely 
solely on theirhands for combat. Some Street Fighters’ kicks are 
10 times more deadly than their hands. All the kicking spec’ 
moves are found in this section, including the use ot knees. 


Jump, Hurricane Kick 
Power Points: Shotokan Karate, Kung Fu, Wu Shu 1 
Only after they had begun testing themselves in Street Fighter 

combat did Ryu and Ken fully embrace the spirit of the Hurr 

cane, allowing them to fly on the winds of fury as they deliver 
their Hurricane Kick 
System: This move works just like the standard Hurricane 

Kick (see the Hurricane Kick description), except that the fighter 

has trained herself to execute the move while airborne. This 

allows the fighter to jump over incoming projectile attacks (see 
the Athletics special move Jump) and then execute the Hurri 


cane Kick from the high point of her jump to descend on her 
‘opponents in a blaze of spinning feet 
Cost: | Chi 


Prerequisites: Kick **, Athletics «= 

Power Point: 
Forces 3; Any 4 

This move combines acrobatics and a powerful kick into a 
special move thal can raitle an opponent and simultaneously 
tumble the attacker to safety 

‘System: The fightor waits for an opponent to close, and then 
Interrupts with a sudden backflip (Caposira teaches a back 
hand spring), kicking the would-be attacker as the fighter's feet 
sweep Up and through In the back flip, The fighter flips away 
landing two hexes straight back from the opponent and thus 
preventing the opponent fram striking back. This move 
the few times a fighter may move after rolling dama 
same turn 


Capoeira, Wu Shu 2; Kung Fu, Special 


The Backtlip Kick does not count as an Aerial Manouver. 
Cost: None 
Speed: +0 


Damage: +2 
Move: Two (backwards) 


Prerequisites: Kick ***, Double-Hit Kick 

Power Points: Western Kickboxing 3: Kung Fu, Shotokan 
Karato, Special Forces 4 

This special move is a fast combination of a roundhouse kick 
land spinning back thrust kick. The fighter stuns her opponent 
with @ quick kick and then spins into the more powerful thrust 
kick before the opponent can recover 

‘System: The move scores two damage tests on its victim 
‘The first test has a +1 Damage Modifier; the second has a +4. 
The first hit knocks the opponent back one hex; the second hit 
knocks him back another hex. Alter the first hit, the fighter must 
have enough Move left to advance into the hex out of whic! 
just knocked his opponent in order to deliver the second kick. If 


the fighter's intended victim is at the maximum Move range of 
the attack, the fighter can stil spin the first kick into the empty 
hexin front of the victim and fire off the second thrustkick atthe 
‘opponent, 

For example, Dee Jay's Mave for his Double Dread Kickis his 
‘Athletics rating of 4 plus the maneuver's modifier of +1, foratotal 
Move of 6. If Balrog is standing six hexes away, Dee Jay can 
move four hexes, throw the first kick into thin air, and then 
‘advance into his fifth hex of movement with the second spinning 
thrust kick. This last hex of movement puts him adjacent to 
Balrog, so he can hit Balrog with the second damage test (with 
the +4 modifier) and knock Balrog back one hex. if Balrog had 
been any closer, Dee Jay could have moved to him, hit him with 
the first kick (at + 1 damage modifier), knocked Balrog back one 
hex, and moved into the now-emply hex to deliver the second 
kick. 

The damage rolls inflicted by these two kicks donot combine 
to dizzy the opponent unless they are part of a greater combi- 
ration maneuver. 

Cost: 1 Willpower 

Speed: -2 

Damage: +1, +4 (see description above) 

Move: +1 


Double-Hit Kick 

Prerequisites: Kick +* 

Power Points: Kung Fu, Sanbo, Sumo, Wester kickboxing, 
‘Wu Shu 1; Any 2 

Many styles feature combination kicks that use one leg to 
deliver two kicks in rapid succession without the kicking foot 
touching the ground in between. Usually, the frst kick lands low 
and the second kick lands high. 

System: The Kick hits twice using the modifier below. 
‘Opponents executing Crouching or Aerial Maneuvers will only 
bbe hit once, 

Cost: None 

Speed: -2 

Damage: +1 

Move: -| 


Double-Hit Knee 

Prerequisites: Kick ** 

Power Points: Capoeira 1) Any 2 

This is a close-in move popular with Capoeira dancers. The 
fighter leaps into the opponent, allowing his knee to smack the 
Victim's stomach and continue into the opponent's chin, 

System: Fol! twice for damage using the modifiers below 
when using this move. 

Cost: None 

Speed: +0 

Damage: +0 

Move: -2 


Dragon Kick 
Prerequisites: Kick 
Power Points: Kung Fu 5 
‘The ancient art of Dragon Kung Fu is the only system that has 

preserved knowledge of this mystical technique. The fighter 

taps the spirit of the celestial dragons, rising into the air in a 

twirling kick while his focused Chi spurts fire from his leg. The 

kick is beautiful and deadly 


Focus # 


Jump 


‘System: The Dragon Kick works identically to the Flaming 
Dragon Punch. Like the Flaming Dragon Punch, it is an Aerial 
Maneuver. 

Costs 1 Chi, 1 Willpower 

‘Speed: -1 

Damage: +6 

Move: 


Flash Kick 

Prerequisites: Kick ***, Athletics #*, Focus ** 

Power Points: Special Forces 4; Any 5 

Guile's trademark kick is one of the deadliest moves on the 
Street Fighter circuit. A fighter who has mastered this move 
crouches down before springing into an aerial back flip, As her 
body flips over, her foot sweeps a deadly arc in front of her. 
Energy trails after the kicking foot, adding sizzle to the kick 
When Guile executes the kick, a blaze of sonic energy follows 
his foot. Other fighters throw ares of flame or electricity behind 
their kicking feet. < 

The Flash Kick is.a tough move to learn. It requires a combi- 
nation of athletics to execute the back flip, Chi focusing to 
release the energy, and kicking talent to plant the foot under an 
‘opponent's jaw. 

‘System: Use the moultiers below. The Flash Kick will also 
inflict a Knockdown against opponents who were executing 
Aerial Maneuvers. The Flash Kick itself is an Aerial Maneuver 


Thrust 

Prerequisites: Kick **, Athletics © 

Power Points: Special Forces, Western Kickboxing 1; Any2 

This move has quickly become a favorite among beginning 
Street Fighters. It's fast, covers alot of ground, and stilts hard, 
The fighter launches into a quick broad jump and flies into the 
‘opponent, driving @ knee right into him. 

‘System: Use the modifiers below, The Flying Knee Thrust is 
an Aerial Maneuver. 

Cost: 1 Willpower 


Move: +1 


Flying Thrust Kick 

Prerequisites: Kick ****, Athletics #e**, Jump 

Power Points: Special Forces 3; Wu Shu 4; Any 5 

This move requires strong legs! The fighter thrust-kicks into 
the air sohard he actually lifts off the ground and rockets into the 
air heel-frst with his body inverted. 

Inorderto perfect the move, the fighter has to develop the leg 
flexibility to doa full splitand must have superhuman leg muscle 
conditioning. One-legged squats are popular training exercises 
‘among fighters who wish to develop the strength to do a proper 
Thrust kick. 

‘System: The Thrust Kick works just like a Dragon Punch. It 
can knock down aerial opponents and be used to jump over 
fireballs. The Thrust Kick is an Aerial Maneuver. 

Cost: 1 Willpower 

‘Speed: +0 

Damage: +6 

Move: -2 


Foot Sweep 

Prerequisites: Kick + 

Power Points: Shotokan Karate, Special Forces, Sumo 1; 
Any 2 

This low, powertul kick is intended to knock an opponent off 
her feet and send her crashing to the ground. 

‘System: Victims of a successful Foot Sweep suffera Knock- 
down in addition to normal damage. The Foot Sweep is a 
Crouching Maneuver. 

Cost: None 


Forward Flip Knee 
Kick #*, Athletics #* 
Points: Capoeira, Wu Shu 2; Kung Fu, Special 
Forces 3; Any 4 

This move is very similar to the Back tlip Kick, except the 
fighter actually launches into a forward tip over the head of an 
‘opponent, As she drops out of the forward flip, the fighter uses 
her body weight to drive her knee into the opponent's back 

‘System: The fighter must attack someone standing in her 
own hex or an adjacent hex. The fighter moves one or two hexes 
forward to land in a hex on the far side of her opponent. As the 
fighter lands, she rolls for damage. If the fighter interrupted an 
‘opponent's attack with the Forward Flip Knee, the opponent 
‘cannot execute his declared attack on the fighter, who has now 
flipped behind him. 

The Forward Flip Knee is an Aerial Maneuver. 

Cost: None 
2 


Great Wall of China 

Prerequisites: Kick Lightning Leg 

Power Points: Wu Shu 5 

Noone in the world is known to possess this awesome power. 
Itis widely held that its existence is only superstitious nonsense. 
ASter all, no one alive could possess the kind of kicking ability 
necessary to execute this maneuver. No ane alive. 

‘System: When executing this maneuver, thefighter chooses 
three connecting hexes adjacent to him. He then fils these 
exes with a superhuman flurry of kicks that to the naked eye 
‘appears like a solid wall of lag and foot. Anyone in the hexes is 
hit three times at the damage listed below. 

Cost: 2 Willpower 

‘Speed: 2 

Damage: +1 

Move: None 


Handstand Kick 

Prerequisites: Kick +*, Athletics * ~ 

Power Points: Special Forces, Wu Shu 1; Any 2 

The fighter bends over, puts his hands on the ground, and 
presses his legs up into.a handstand. The legs snap up with the 
force of a kicking mule, bringing an airborne opponent down for 
‘a crude landing or just clipping ground opponent under the 
hin, 

System: Use the modifiers below. Aerial opponents will 
sulfer a Knockdown in addition to damage, 

Cost: None 

Speed: -) 

Damage: +4 

Moves -2 


Straight Hex-Lin 
Movement 


By embracing the raw power of the hurr ighter ifts 
himself into the air and spins like a cyclone. As the fighter spins, 
his outstretched foot carves a deadly path through his oppo- 
nents, mowing them down like wheat before a scythe 

‘System: A character executing this movecanm 
ull Mave in hexes, but must travel in a straig 
lime he entersanew hex, anyone occupying that 
Of the six hexes adjacent to it must Soak the Hur 

dat 


ne, th 


damage roll. The tighter must roll a separ 
each person affected, 

Regardless of damage, anyone in range of the 
matically knocked backward one hex away from the kicking 
fighter (or back the way t 2 Victim is in th 
same hex as the kick 


After all damage ralls and Knockdowns are resolved, ti 
attacker can move again. For 1d, damage rol 
and Knockdowns are calculated again, This process continues 
until the character chooses to stop mov is Mov 
So, a character with Hurricane Kick could move right into 
single opponent and continue knocking her back hex by h 
and inflicting damage each timo, up to the kicker’s full Move in 


each hex 


Opponents who biock can continue 1o use their Block again 
each damage roll, Multiple hits do not combine to dizzy an 
‘opponent 
The Hurricane Kick i 
Cost: 1 Ch) 
Speed: +0 


an Aerial Maneu 


Prerequisites: Kick ¢#e*, Double-Hit Kick 
Power Points: \u Shu 3; Kung Fu 4; Capoeira, Special Forces § 
ohave experienced this maneuver firsthand report 
hearing a loud rusting sound as their attacker's foat rushed 
through the air, hitting them from all sides. This sound, the 
inue, was quickly replaced by loss of conscious: 


. 
Street Fighters who have the ability to use Lightning Leg have 

honed their kicking ability to near-perfection. They can split the 

air with dozens of kicks in the blink of an eye. 

System: Wi 


n using this move, the Street Fighter must 


‘ernain standing in one place as she solects one opponent on 
whom cr makes three 
nsecutive damage rolls using the modifiers below, 
Cost: 
Speed: -2 
Damage: +1 
Move: None a 


Kick 8, Athletics « 

Power Points: Western Kickboxing, Kabaddi 2; Any 3 

rs have developed sliding kicks designed to take 

feet right out from under him. From a ready 
slides an amazing 


Some fi 
an opponen 
stance, the fighter drops to the ground, 
distance and kicks the victim's feet. 


‘System: In addition to regular damage, the victim of a 
successful Slide Kick will suffer a Knockdown, unless he was 
blocking 

Cost: None 


Spinning Foot Sweep 

Prerequisites: Kick **, Aihletics ¢, Foot Sweep 

Power Points: Special Forces, Sumo 1; Any 2 

This mave is identical to. regular Foot Sweep, except that he 
fighter actually spins his body and his outstretched kicking leg 
a lull 360 degrees araund him, mowing down anyone standing 
near him, This move is sometimes called an ron broom, tiger's 
tall, or dragon's tail sweep by Kung Fu and Wu Shu stylists, 

System: The fighter olls for damage against evoryoneinher 
‘own hex and the six hexes directly adjacent to her. Any victim 
who suffers damage also sulfors a Knockdown (unless the 
victim was blocking). 

The Spinning Foot Sweep is a Crouching Manouver, 

Cost: 1 Wilpower 

‘Speed: -2 

Damage: +3 

Move: None 


Stepping Front Kick 

Prerequisites: Kick #***, Double-Hit Kick 

Power Points: Kung Fu 3; Wostom Kickboxing, Wu Shu 4 

This kick requires some fancy footwork and powerful legs 
The fighter takes a skipping step toward her opponent and 
unioads with a rising knoe, This drives the opponent back 
allowing the fighter's knesing leg to extend into a forward snap 
kick. The opponent is thus struck twice 

System: The lighter must move into the same hex as her 
‘opponent, then roll one damage test for the knee. The force of 
the knee will nack the opponent back one hex. The fighter can 
then rollfor the second damage test as the snap kick connects. 

ifthe fighter does not have enough movement to reach her 
‘opponent'shex, she can stil hit wth he front snap kickitshe can 
reach a hax adjacent to her opponent. 

Cost: 1 Willpower 

Speed: +0 

Damage: +) 

Move: +1 


Whirlwind Kick 

Prorequisites: Kick ****, Aihlelics * 

Power Points: Wu Shu 4: Shotokan Karate 5 

Few fighters have mastered the Whirlwind Kick, which Chun 
Lihas made famous. The move requires superhuman athleticism 
and kicking skill. The fighter begins by kicking into a handstand 
and then launching herselt into a spinning tornado of striking 
foet. The fighter appears almost to fly (upside down, no less!) 
across the ground and into the midst of her opponents. 

‘System: The Whirlwind Kick works just like the Hurricane 
Kick, but its modifiers are different. making it a siower-starting 
but harder-hitting maneuver. Like the Hurricane Kick, the Whi 
wind Kick is an Aerial Manouver. 

Cost: 2 Willpower 

Speed: -2 

Damage: +0 


Wounded Knee 
Prerequisites: Kick 
Power Points: Netive American Wrestling, Western 

Kickboxing 2; Any 3 
Native American Wrestling shares this Special Maneuver with 

Western Kickboxing. The Wounded Knee kick involves the 

fighter executing a low, powerful kick that drives his shin into the 

autside of his opponent's thigh, This kick hits the femoral nerve, 
which runs down the outside of the leg, and weakens the 

‘opponent's leg, making it hard for him to move or kick 
‘System: In addition to normal damage, the Wounded Knee 

attack causes its victim to sutfer penalties of -2 to Move on all 

maneuvers for the next two turns, and -2 to Speed an all Kick 

Maneuvers for the nex! two turns, 


Cost: None 


It you don't know how to defend yourself, you won't Surv 
long on the Street Fighter circult. Many fighters are content with 
basic forms of blocking, preferring @ more aggressive style of 
combat, 50 relatively few special moves have been developed 
togivea fightor better defensive ability. Nonetheless, they exist, 
land the fighters who master them swear by them. 

Unless otherwise stated, the fighter stil gets his +2 Speed 
bonus for blocking the tum after executing any Block, even 
Block special move. 


Deflecting Punch 

Prerequisites: Block ***, Punch *, Punch Defense 

Power Points: Kung Fu, Wester Kickboxing 1; Any 2 

Wing Chun Kung Fu is tamous for quick counterpunches that 
deflect an opponent's punch at the same time the fighter is 
himself attacking, When the martial artist sees his opponent 
19, he counters with his own punch, deflecting his 
‘punch with his arm as his fist continues on to strike 
his opponent. 

‘System: The fighter must interrupt an opponent's Punch 
maneuver. The opponent rolls damage for his punch even 
though he was interrupted. The tighter gets his full Black Soak 
against the opponent's damage. The blocking portion of this 
‘move is only useful against a punch. If the fighter’s opponent 
uses any other Technique, the fighter gets no blocking bonus to 
his Soak total (although he can still land his counterpunch), 

(Once the opponent has dealt damage, the fighter immedl- 
ately gets to land his counterpunch unless he was dizzied, 
knocked back, or knocked down by his opponent's maneuver. 
The fighter calculates damage using his Punch Technique. 

Cost: None 


Prerequisites: Block 
Power Points: Ary 1 
‘fighter who can guess his opponent's nextmove always has 

a distinct advantage, unless he guesses wrong! Kick Defense 

incorporates many movements that help defend the fighter 

against an opponent's foot and knee attacks. However, be- 


ms 


cause the fighters concentration is on his opponent's feet, he is 
more susceptible to be punched or biasted with a Focus attack. 

‘System: This operates as a standard Block Maneuver, 
except that the fighter is +4 to Soak kicks (including Special 
Maneuver kicks) and -2 to Soak any other type of Technique. 
This Soak modifier is added or subtracted tothe fighter’s normal 
Blocking Soak total 

Cost: None 

Speed: +4 

Damage: None 

Move: None 


Maka Wara 
Prerequisites: Block « 
Power Points: Kung Fu, Shotokan Karate, Sumo 3: Wu Shu 4: Any 5 
Both Japanese and Chinese martial ats incorporate training 

methods for turning a fighter’s body surfaces and bones ashard 

as iron, This training, called Maka Wara in Japanese. involves 
the fighter striking his hands, forearms, shins, et: into progres- 
sively harder surfaces; padded wood, bare wood, bricks, stone, 
and finally metal. The repeated blows causes the fightor’s 
bones to harden over time until they become like rods of iron. 

The training is facilitated by a secret herbal formula called dit da 

Jowin Chinese. The herbal remedy helps heal the bruises that 

form on the fighter’s arms and legs, allowing him to train again 

the next day 
No one likes to punch or kick @ rod of jon, but that is 

‘essentially what an opponent must doto overcome aMaka Wara 

master 
‘System: Character who possess Maka Wara do nat have to 

fil out a Combat Card for the power. Instead, they invoke the 
power whenever they use a Blocking Technique and an oppo- 
rent strikes them with a punch or kick. The Maka Wara fighter 
takes damage as normal, but immediately rolis a damage test 

‘against his opponent, who has just injured herselt by striking the 

ion-hard arms or legs of the Maka Wara fighter. The fighter rolls 

damage using a Dice Pool of (Stamina + Block) 3. Theattacker's 

Soak total is then subtracted if the defender is attacked with a 

weapon on Grab Technique maneuver, the attacker does not 

take damage 
Cost: None 
‘Speed: See description above. 
Damage: See description above, 
Move: See description above 


Punch Defense 

Prerequisites: Block + 

Power Points: Any 1 

Similar to Kick Defense, Punch Defense incorporates a vari- 
ety of ducking, bobbing, and deflecting movements that defend 
a fighter against punches but leave her open to other attacks, 

‘System: This operates as a standard Block Maneuver, 
except that the fighter is +4 to Soak punches (including special 
move punches) and -? to Soak any other type of maneuver. This 
Soak modifier is added or subtracted to the fighter's normal 
Blocking Soak total. 


Move: None 


San He 
Prerequisites: Block ***, Focus ** 

Points: Kabaddi, Kung Fu, Sumo, Wu Shu 3; 
‘Shotokan Karate 4 

‘Some styles teach practitioners the abilty to root their bodies 
to the ground using their internal Chi energy. This same energy 
‘can be spread out across the surface of the body, causing all 
the muscles to tighten, This rigid, immovable stance is part of 
the San He form of Kung Fu. Other styles refer to it by different 
names. When a fighter assumes this stance, her body becomes 
like a single, solid piece of iron — immovable and resistant to all 
attacks. 

‘System: When executing SanHe, the character adds double 
her Block Technique to her Soak total. For example, a character 
with a Stamina of 3 and a Block Technique of 4 would have a 
Soak total of 11 the turn she uses San He. 

|In addition, the fighter cannot be knocked down except by @ 
Grab Maneuver, nor can she be knocked back out of her hex. 
The San He stance roots the fighter to the ground, and even 
‘special powers like Hurricane Kick or Dragon Punch will not 
knock the character back. Against truly massive moving ob- 
jects, like cars, the Storyleller can have the fighter roll Strength 
+ Block to stand her ground. The bigger the object, the moro 
successes the fighter needs on her roll (a car might be four 
‘successes, a bus might be seven successes), 

The fighter does nol gain a +2 Speed bonus for blocking the 
tum alter using San He. 

Gost: 1 Ch 

Speed: +2 

Damage: None 

Move: None 


Missile Reflection 
Prerequisites: Block 
Power Points: Any 2 ¢ 

Martial artists who have studied the intimate details of evasion 
land deflection motions are able to snatch arrows out of the alr 
and catch thrown knives between clapped hands, Often the 
fighter will return the missile weapon to its sender in one fluid 
‘catch-and-throw motion. 

‘System: When this Special Maneuver is used, the fighter 
poises herself to intercept any objects thrown of fired at her. If 
any missile attacks are directed al her, she has a chance to 
ccaich them and even return them toward their sender or in any 
other direction. The fighter must roll Dexterity (difficulty 6) to 
catch a missile successfully. Thrown weapons like knives, 
shurikens, and rocks require one success to catch, missiles 
from weapons like bows or slingshots require two successes, 
land gunfire requires three successes to deflect. In order to 
deflect gunfire, the fighter must be holding some piece of metal 
or other material capable of withstanding the bullets and bounc- 
ing them away. R 

If the missile is reflected at another party, the new victim 
suffers the same damage that the missile would have inflicted 
upon the fighter who caught and returned it: Gunfire cannot be 
reflected at the attacker (unless the Storyteller allows it in a 
heroic moment of high drama). 

The fighter can reflect any number of missiles targeted at her 
during the same turn. Yes, any number. 

Cost: None 

‘Speed: +3 

Damage: None 

Move: -1 


Energy Reflection 
Prerequisites: Block *#**, Focus *#*e, Missile Retlection 
Power Points: Kabaddi, Shotokan Karate 3; Any 4 

Once a fighter has mastered the art of catching and returning 
physical objects, he can begin to use the same physical 

;c0rdination to catch and reflect energy attacks. This phenom- 
fenal maneuver also requires the fighter to have a high degree 
of control over his own Chi, He must instantly summon the 

gy intohis hands to “catch” energy projected athim 
and reflect it away. 

‘System: This maneuver is similar to Missile Reflection, 
‘except that the fighter can reflect any kind of energy projectile, 
such as a fireball, bolt of electricity, or sonic boom. The fighter 
‘energy projectile 


must spend one paint of his own Chi for e 
reflected and must score two or more successes on a Wits roll 


to gauge and reflect the energy pattern of the projectile. If the 
projectile is redirected at another victim, it will inflict the same 
amount of damage it would have inflicted upon the fighter who 
reflected it. 

Cost: 1 Chi 

Speed: +1 

Damage: None 


These moves all involve grabbing the opponent and then 
doing something with her. Whether it's throwing an opponent 
across the arena, squeezing the life out of her, orevenbitingher, 
this category of special moves covers itall. Remember, all Grab 
maneuvers first require the attacker to move into the opponent's 
hex. Grabs are explained fully in Chapter Eight. There, you will 
also find out how Sustained Holds work 


Air Throw 

Prerequisites: Grab **, Athletics *, Jump, Throw 

Power Points: Native American Wrestling, Sanbo, Special 
Forces, Wu Shu 2; Any 3 

‘Some Native American Wrestlers have been known to jump 
into the air to catch an aerial opponent, grab the opponent like 
‘hawk snatching a dove, and slam the opponentto the ground, 

fhis lethal move is also seen in Sanbo, has been picked up by 
many Speciel Forces soldiers, and is even seen in the aerial 
artistry of Wu Shu. 

Some warriors prefer to grab their opponents and fall with 
them tocrush themintothe ground. Others grab their opponents 
‘and bring them down on top of themselves, while still others 
prefer the finesse of grabbing opponents out of the air and 
dashing them to the ground. 


System: To execute 1 
must interrupt another character's Jump moi 
right after any other opponer 
also acts as a Jump (like a Vertical 
Punch, Flying Heel Stomp, etc.). The figh 
where the intended vietimis, enter th 
victim, and execute the throw. If any damai 
fighter can pick any spat within three 
In addition to regular damage, th 
down, Alter executing the throw 


playe 


remaining hexes of movement. 
Cost: 1 W 


Back Breaker 
Prerequisites: Grab +++ 
Power Points: Sanbo, Native American Wres 
\@ wrestler grabs an opponent, turns his bo% 
slams his head and back into the ground. Simple ant 
‘System: The opponent sul 10 
damage 
Cost: None 


n addition to 


jown 


Back Roll Throw 

Prerequisites: Grab **, Kick *, Athletics *, Throw 

Power Points: Capocira, Shotokan Karate, Western 
Kickboxing, Wu Shu 1; Any 2 
move isan advanced version of the Throw special move, 
Instead of using her shoulders or hips to throw an opponent, the 
fighter grabs the opponent and then rolls backward onto the 
ground, planting a foot on the opponent's chest to heft him up 
and over. The victim of the Back Roll Throw ends up tossed 
behind the attacker's head. 


than a basic Throw, and the 
The 
tacker's Strength Attribute + 


nent can be thrown farthe victim can be thrown @ 


f hexes equal to the 


Grab *« 
tive American Wrestling, Sanbo, Sumo 1 


Grab that iritatingly quick litle fighter and crush her into your 
est until her bones rattle, The Bear Hug Is an old standby for 
ny wrestlers, and a few other stylists have decided to adopt 
itas well 
System: The Bear Hug is a Sustained Hold. 
Cost: None 
Speed: -) 


Brain Cracker 

Prerequisites: Grab **, Punch * 

Power Points: Kabadci, Native American Wrestiing, Sanbo, 
Western Kickboxing 1; Any 2 

Defeating an opponent isn’t enough for some fighters. They 
want to drive some sense into their opponents’ brains. A fighter 
employing the Brain Cracker Special Maneuver grabs his, 
‘opponent's hair, ear, or nose, pulls her head down, and rains 
smashing punches into her skull or drives elbows into her face. 

‘System: This is a Sustained Hold that allows the fighter to 
punch @ held opponent each tum the hold is maintained. The 
lamage for the mave is based on the fighter’s Punch Technique 
instead ot his Grab Technique. 

Cost: None 

‘Speed: +0 

Damage: +? 

Move: One 


Grappling Defense 

Prerequisites: Grab +++ 

Power Points: Native American Wrestling, Sanbo 3; Kung 
Fu 4; Any 5 

Wrestlers don't survive long unless they learn ways to escape 
and counter the grabs and holds of their fellow wrestlers. Other 
styles, such as the Kung Fu art of Chin Na or the Japanese art 
of jitsu, formalize this grappling training 

‘System: The Grappling Defense Special Maneuver works 
similarlyto@ Block, butitonly protects against Grab maneuvers. 
A tighter employing Grappiing Defense adds his Grab Tech: 
nique to his Stamina to determine his Soak total against any 
Grab Maneuver. For example, E. Honda grabs his opponent 
and applies a Bear Hug. The opponent is using Grappling 
Defense, so he adds his Stamina of 2 and his own Grab 
Technique of 4 to get a Soak total of 6 against the damage of 
Honda's Bear Hug maneuver 

Grappling Defense can even be played each turn by a fighter 
trapped in a Sustained Hold, thereby minimizing the damage 
the hold infcts 


Hair Throw 

Prerequisites: Grab ***, Athlclics #*, Throw 

Power Points: Kung Fu, Special Forces 2; Any 3 

This throwing maneuver was invented hundreds of years ago 
by a Mongolian tribe renowned tor its acrobatic grappling 
maneuvers, The tribe was assaulted by bands of thieving 
‘marauders who would gallop in on horses and pillage the tribe's 
villages. Seeing thatthe marauders wore their hair inlong locks, 
the tribe invented a technique for running at @ horseman, 
flipping up and over the horseman’s head. grabbing his hair 
from behind and throwing the marauder off his horse. 

Various styles of Kung Fuhave since picked up thetechnique, 
and the hair-pulling maneuver is also used by many Special 
Forces groups. 

‘System: The fighter must move into and straight through an 
opponent's hex. The opponent can then be thrown (per the 


Throw maneuver) along the same straight line the fighter intially 
used to move over his opponent. 
Cost: None 


Head Bite 

Prerequisites: Grab ** 

Power Points: Capoeira, Sanbo 2; Any 3 

Some Street Fighters either have a lttle vampirism in them or, 
like Blanka, are just downright savage. It's a nasty move, but 
some fighters have been known to leap onto their opponents 
and bite right into their necks, 

‘System: This s a Sustained Hold and inflicts damage each 
turn the hold is maintained, 

Cost: None 


Prerequisites: Gra 

Power Points: Santo, Native American Wrestling 4 

The wrestler quickly grabs her opponent with one hand, 
draws him in, and then places her other hand on the opponent's 
face, The wrestier'shand cloncheslikea vise over the opponent's 
face, each finger digging into some pressure point like the 
temples, under the jaw, or even into the eyes. The sheer force 
of the squeeze causes intense pain to the victim. 

‘Wrestlers train for the Iron Claw by performing a variety of 
exercises 10 increase their grip strength. One of the most 
popular involves dropping and catching slabs of concrete. A 
wrestler takes a concrete block and raises it over her head with 
both outstretched arms. She releases the block and then darts 
her hands down to catch it before it hits the ground. Grasping 
the heavy concrete quickly builds tremendous hand strength: 
Wrestlers then practice clapping their hands together after they 
release the concrete, and then stil grabbing it before it hits the 
ground, The clapping builds spoed. 

‘System: The Iron Claw is @ Sustained Hold that uses the 
modifiers listed below. 

Cost: 1 Willpower on the frst turn only 


Prerequisites: Grab **, Kick * 

Power Points: Capoeira, Special Forces, Sumo, Western 
Kickboxing 2; Any 3 f 

This move resembles the Brain Cracker, except that the 
wrestler grabs his opponent's head and doubles the opponent 
over in order to knee himn inthe head, Capoeira stylists practice 
this move by holding coconuts in one hand and crushing them 
with their knees. 

‘System: This move is a Sustained Hold, and even if the 
‘opponents lucky enough to escape, sheis considered Knocked 
Down and sutfers a -2 Speed penalty the turn after she frees 


herself. Damage for the Knee Bash is calculated using the 
fighter’s Kick Technique instead of his Grab Technique. 
Cost: None 


Neck Choke 

Prerequisites: Grab +++ 

Power Points: Native American Wrestling, Special Forces 
4; Sanbo 2; Any 3 

The fighter grabs her opponentand applies a strangling Neck 
Choke. Big fighters like T. Hawk preter to lift their opponents off 
the ground as they apply the hold. 

‘System: The Neck Choke is a Sustained Hold. 

Cost: None 


Speed: -1 
Damage: +3 


Prerequisites: Grab +**, Athletics * 

Power Points: Sanbo 2; Native American Wrestling, Spe- 
cial Forces 3; Any 4 

‘The Pile Driver is an advanced grappling move that takes alot, 
oftraining to execute against alive opponent. The wrestler must 
Grab his opponent and invert her body so that the opponent's 
head is between the wrestler’s lags and the opponent's lags 
extend above the wrestler's head, The wrestler then jumps up 
and raises his own legsinto a seated position. When the wrestior 
and his victim land, the opponent's head hits fist. 

‘System: The victim of a successful File Driver also sutters a 
Knockdown, 


Cost: None 


in Bear Crushe 

Prerequisites: Grab +**, Alhietics 

Power Points: Sanbo 5 

Irritated by little capitalist opponents who would hit and run 
from him, Zangiet revived and perfected a maneuver he had 
previously practiced on the wild bears of Siberia. In so doing, 
Zangief would rush at the bear, closing inside the range of the 
bear's deadly claws before it could strike. Then he lfted the bear 
into an airborne back breaker to hammer the beast into submis- 
sion, (Of course, Zangief acquired a lot of claw scars trying to 
learn the maneuver.) 

‘System: The wrestler dashes forward into the opponent's, 
hex, grabs the opponent, inverts him, and leaps into the air. In 
midair, the wrestler adjusts his hold to ensure the victim lands 
in the Back Breaker position. The wrestler can choose any hex 
Up to three hexes away to land in. The victim will land in any hex 
adjacent to the wrestler. The victim suffers @ Knockdown in 
addition to damage. The Siberian Bear Crusher is considered 
an Aerial Maneuver during the time the wrestler and his prey a 
both airborne. 

Cost: 1 Willpower 

Speed: +0 

Damage: +3 

Move: +1 


Back Breaker 


Siberian Suptex 

Prerequisites: Grab +++, Athletics +*, Suplex 

Power Points: Sanbo 3 

Russian Sanbo wrestlers invented the bouncing Siberian 
Suplex in order to have more fun with their puny opponents trom 
the West. Sanbo wrestlers found that their opponents would 
usually be knocked senseless after only one Suplex, thus 
ending the match before the Sanbo fighter could work up a 
sweat. So Sanbo fighters invented the Siberian Suplex, This 
move begins exactly like a regular Suplex, but the fighter back- 
bridges the opponent's shoulders into the ground hard enough 
to bounce both fighters into the air. While in the air, the Sanbo 
wrestler maintains the Suplex nold. When the pair lands, the 
victim again suffers a Suplex collision on the ground, 

‘System: This move is identical to a Suplex, except that the 
fighters end the move one hex farther back as they and trom the 
second hit. The fighter rolis two damage tests using the modi- 
fiers below. The victim also suffers a Knockdown. 

Cost: 1 Willpower 

‘Speed: +0 

Damage: 

Move: One 


2 


Spinning Pile Driver 
Prerequisites: Grab s***, Athletics #8, Jump, Pile Driver 
Power Points: Sanbo 4; Native American Wrestling 5 
This advanced version of the regular Pile Driver has carried 

Zangief to the ttle of World Warrior (often aver the mangled 

bodies of his opponents). 

Zangiet perfected this move when he wrestled wild bears, 
Finding that the regular Pile Driver was not forceful enough to 
stun the hard-headed Siberian bears, Zangief grabbed them, 
‘upended them into the Pile Driver position and then jumped high 
into the air. The added force from the fall proved sufficient 1o 
stun the most ferocious bears. P 

When Zangief entered Street Fighter tournaments, he contin- 
ved to use the Spinning Pile Driver to finish his opponents, Ho 
added the spin into the move to please the Russian crowds and 
disorient his victim. 

System: Tho victim suffers a Knockdown in addition to 
regular damage, and is bounced three hexes away (attacker's 
choice which direction) after impact. 

‘The Spinning Pile Driver can be used like a Jump to interrupt 
and dodge a projectile attack. The move counts as an Aerial 
Maneuver after the fighter grabs his opponent and begins the 
airbome spin 

Cost: 2 Willpower 

Speed: 

Damage: +7 

Move: Two 


‘Stomach Pump 

Prerequisites: Grab 

Power Points: Sanbo, Native American Wrestling 3 

‘The wrestler grabs the opponent, tts her off her feet with one 
hand and repeatedly smashes the pitof her stomach with a palm 
heel, The move's name derives from the fact that many victims 
‘end up losing their lunch before they escape from this orga 
squeezing hold. 

‘System: The Stomach Pump is a Sustained Hold. 


9, Athletics #ee, Jum 
Native American Wrestling 5 
Unfortunate souls who anger T, Hawk in the midst of combat 
are in for a disorienting, bone-crushing experionce as T. Hawk 
throw. T. Hawk gr 
nent's head in one huge hand, leaps into th 
(opponent included!) in a big circle and then crush 


I's face into the arena floor. Very fe 


unleashes his Storm Hammer 


with all Grab Special M: 
must mave into the same hex as his apponent. The fighter can 
choose to land up to three hexes away. T tsuffersa 
Knockdown in addition to damage. Fighter and opponent end 
tum in the same hex 

‘Once the fighter has grabbed the opponent « 
the air, the Storm Hammer is consi 
until the fighter and his prey land. The move can be used it 
interrupt an incoming projectile attack and possibly dodg 
(see the Jump Athletics Maneuver) 

Cost: 


Native Ame’ 


in Wrestling, Sanbo, Special 
Forces 1 


Any 2 
Suplex is a relatively fast Grab move 
and then 
By arching her back 


The § The fighter lungs 
wists around 


the wrestler sla 


forward, grabs her opponent 
backwards 


head into the ground and simultaneous! 
s own fall 


cushions 


{ul Suplex also suffer @ Knack: 
lands one hex behind his original positio 
ich hex). 


Grab **, Athletics « 


an Wr 


ling, Sanbo, Special 


Forces 2; Any 


This move is Reverse Suplex, but many 
ment fighters began calling it the Thigh Press after they saw 
Cammy's versi ove. 
The fighter starts by jumping onto the opponent's shoulders, 
her feet behind the opponent's back and oatching the 
ponent's head between her thighs, The fighter then drops her 
body backward, bending the opponent over. As she 
does 0, the fighter flips backward, doing a half back flip and 


fanding on her stomach. Meanwhile, the opponentis pulled over 
and off his teet, smashing headfirst into the ground. 

System: The opponent suffers a Knockdown in addition to 
regular damage. The fighter switches hexes with her opponent 


unless both combatants started in the same hex, in which case 


cker can choose the adjacent hex in which the victim 


Throw 

Prerequisites: Grab * 

Power Points: Any | 

Most martial arts teach special techniques for grabbing and 
throwing an opponent. These techniques involve using the hips, 
shoulders and/or arms to unbalance the apponentand leverage 
him into a throw. Masters can throw opponents over 20 feet 
through the air. 

System: Ifthe move succeeds, the fighter can choose the 
hex in which his opponent lands after the Throw. The fighter can 
throw an opponent a number of hexes equal to the fighter's 
Strength. For example, Ken has a Strength of 5, so he can 
shoulder-throw an opponent up to five hexes away. The oppo- 
nentlands in the designated hex and suffers a Knockdown. Fast 
members of successful tournament teams often throw oppo- 
Tents to their stronger, slower comrades, who then finish off the 
Unfortunate with a powerhouse Special Maneuver. 

The damage from a Throw is actually inflicted when the 
‘opponent lands and hits the ground, wall, car windshield, other 
fighter, etc. if the victim is thrown into another fighter, the fighter 
struck by the flying body may suffer damage as well. Roll 
damage based on the thrown character's Stamina minus the 
struck character's Soak total (Stamina or Stamina + Block). For 
‘example, Fei Long throws Zangief into @ hex where Cammy is 
standing, Zangief’s Staminais 7 (he's abig guy!), and Cammy’s 
Soak total is equal to her Stamina of 4 (it would have been more 
had she been Blocking), 50 Fei Long's player rolls 7 -4 
of damage for Cammy 

Cost: None 

Speed: -? 

Damage: +2 

Move: One 


‘Some Street Fighters can execute acrobatic moves that 
would make Olympic gymnasts jealous. All Athletics Special 
Maneuvers use the Fighter's Athletics Technique to calculate 
damage (Strength + Athletics Technique + Maneuver Modifier; 
see Chapter Eight for more information) 


Air Smash 


Prerequisites: Athlctics *, Jump 

Power Points: Native American Wrestling, Sanbo, Sumo 1 
Any 2 

This move is popular with large fighters because it uses their 
\weightto flatten an opponent into the sparring mats. The fighter 
leaps into the air, high above an opponent's head, and then falls 
straight down on top of her. Most fighters tend to landiin an aerial 
seated position, which has caused the Air Smash to be nick- 
named the “Butt Crush.” 

‘System: The Air Smash is an Aerial Maneuver and acts as 
a Jump for purposes of interrupting and evading projectile 
attacks. The fighter must move in a straight hex-line while 
‘executing the power, and ne will end the move in the same hex 
as the opponent on whom he landed. 

Cost: None 


Prerequisites: Athictics 
Rolling Attack 

Power Points: Capovira 3 

‘Superhuman. Few individuals have deciphered exactly how 
Blanka accomplishes this gravily-detying move. He begins by 
springing backward into several aerial backflps, then rolls back 


Rolling Attack, Vertical 


forward in a series of somersaulting forward flips to ram his 
opponent. 

‘System: The Beast Roll is an Aerial Maneuver that can be 
used like a Jump to dodge projectiles. The fighter begins by 
traveling in a straight hex-line backward using the -2 Move 
modifier. This backward roll can be used to attack an opponent. 
‘The fighter then reverses direction along the same straight hex- 
line to strike a second opponent. The fighter caroms off the 
second opponent, ending up two hexes away in the direction 
from which he came. For both attacks, the fighter must move into 
the opponent's hex. 

Cost: 1 Willpower 


Speed: +0 
Damage: +3 
Move: -2/ +2 


Athletics # 
Power Points: Special Forces 4; Kabadi, Wu Shu 5 
Fas and ferocious, the Cannon Drill Special Maneuver has 

given Cammy an edge on her competition in the Street Fighter 

tournaments. Since they saw Cammy pull off the move, many 

‘ther fighters have tried to imitate it; only a tew have actually 

succeeded. 

To execute the Cannon Dril, the fighter throws her body into 

a low airborne trajectory, The fighter's body actually twists like 

‘a horizontal tornado as she flies across the field to strike her 

opponent feetfirst 
The move is very quick, has a vicious hit, and moves the 

fighter quite a distance, 
‘System: Because it flies so low to the ground, the Cannon 

Drill does not count as an Aerial Maneuver. 

Cost: | Willpower 

Speed: +2 

Damag 
Move: +2 


2 


Diving Hawk 

Prerequisites: Athistics #**, Focus *, Jump 

Power Points: Native Amorican Wrestling 4 

The utimate cure for Fireball blues, The Diving Hawk mane 
ver allows a fighter to soar aver incoming projectiles and then 
dive down to crush the missile-thrawing opponent, The fighter 
jumps straight up into the air, then positions her body into a 
gliding position, emulating a hawk diving at prey.She then soars 
down to strike her chasen victim with a full-body collision, 

‘System: The Diving Hawk s an Aerial Maneuver. It starts as 
a vertical Jump (and can dodge Fireballs ust like a Jump). The 
fighter subsequently uses her Move to enter her opponent's hex 
and deal damage. 

Cost: 1 Willpower 

Speed: +0 

Damage: +5 

Move: +2 


Drunken Monkey Ro! 

Prerequisites: Athlotics * 

Power Points: Kung Fu 1: Capooira, Wu Shu 2 

Itis said that the unjustly imprisoned founder of Monkey Kung 
Fu invented this evasive maneuver after watching @ group af 
monkeys through the bars of his jail cell. The monkeys got 
inebriated on wine thrown out by prison guards and began 
staggering and rolling around on the ground. Copying the 


monkeys’ drunken antics, the master developed a series of 
evasive tumbles, which became the Drunken Monkey Roll 

‘System: The Drunken Monkey Roll is a good all-purpose 
evasive technique. | counts as @ Crouching Maneuver because 
{stays low to the ground. It can also be used to interrupt and 
evade projectile aftacks (use the same rules given under the 
Jump Special Maneuver). 

Cost: None 

Speed: +3 

Damage: None 

Move: +2 


Flying Body Spe: 
Prerequisites: Aihietics *#*, Jump 
Power Points: Kabadai 2; Any 4 
Street Fighters seem to find an unending variety of ways to 

Use their bodies as weapons. This Special Maneuver involves 

the fighter jumping into the air and twisting his body into a 

rotating human torpedo as he descends on his opponent. Some 

fighters like to cruise down feetfirst; others lead with their fists or 
even heads. Because the fighter has his full weight behind him, 
the Body Spear inflicts a fair amount of damage, 

‘System: The Flying Body Spear is an Aerial Maneuver that 
‘acts ikea Jump, enabling the user tododge missile attacks, The 
fightor can then spiral down and smash intoany opponent within 
his Move range. The fighter must travel ina straight hex-line and 
‘ends the movo in the hex in front of the victim. 

Cost: | Wilipower 

Speed: +) 

Damage: +3 

Move: + | 


Flying Head Butt 

Prorequisites: Athjetics #**, Head Bull, Jump : 

Power Points: Sumo 2: Any 3 

This move is similar to the Flying Body Spear, except that the 
fighter leaps horizontally atan opponent, ramming her headtirst. 
Because the fighter does not jump up first, the move is a lite 
‘quicker than the Flying Body Spear, but the low-lying head butt 
doesn't give the fighter a chance to dodge oncoming missiles. 

System: The Fiying Head Butt is an Aerial Maneuver. The 
fighter must travel in a straight line on the hex map. 

Cost: 1 Willpower 

Speed: +0 

Damage: 4 

Move: +3 


Flying Heel Stomp 
Prerequisites: Athletics ***, Kick 
Power Points: Wu Shu 3; Any 4 i 

This high-flying aerial assautt utilizes a fightor's body weight 
to hammer an opponent from above. The fighter leaps into the 
air above her opponent's head and lands heelfrst on her 
‘opponent's head or shoulders. 

‘Additionally, the fighter can use her opponent as a spring- 
board to launch away to safety after the attack. 

‘System: Tho fighter can interrupt her own movernent with @ 
damage roll and then finish her allowed Move after roling 
damage. For example, Chun Li, with an Athletics Technique of 
6, can Move eight hexes using her Flying Heel Stomp, and can 
stop 2t any point in her movement to attack ane opponent. She 
decides to jump three hexes, stomp Sagat, and then finish her 


Jump 


move five hexes away. The only limit is that the jump has to be 
ina straight line from beginning to end. 

The Flying Heel Stomp isan Aerial Maneuver andcanbeused 
like a Jump move to interrupt and evade a projectile attack (as 
well as give the would-be attacker a heel-stomping headache). 

Gost: 1 Willpower 

Speed: +0 

Damage: +1 

Move: +2 


Jump 

Prerequisites: Aihiclics * 

Power Points: Any | 

Street Fighters who intend to survive their first tournament 
against serious competition had better come with springs for 
legs. Jump is a relatively simple Special Maneuver that allows 
a fighter to vault over incoming projectile attacks (lke fireballs) 
and hopefully escape unscathed. A lucky fighter might even 
time his jump to hurdle a fireball and close with his flame- 
‘spewing enemy. 

A fighter can jump three feet into the air for every dot in 
Athletics, For example, a fighter with Athletics 3 can jump nine 
feet into the air. 

‘System: A fighter can play aJump card alongwith any of the 
six Basic Maneuver Punches and Kicks, or he can play the card 
by itself. If the Jump card is played alone, it shows that the 
fighter is simply moving across the arena by jumping. The 
fighter uses the modifiers for Jump shown below, When used 
alone as a move, Jump can be played as an Abort Action (see 
the Combat Chapter), 

‘A Jump card played with a Basic Maneuver represents the 
fighter jumping on an opponent to deliver the punch or kick. 
Playing the Jump card with a Basic Maneuver turns the standard 
punch or kick into an Aerial Maneuver. Note: For purposes of 
Combos (Combos are explained later this chapter), the fighter 
must distinguish between a Basic Maneuver and a Basic M 
neuver played with a Jump card. This distinction must be made 
when he first creates the Combo, For example, the player might 
se Roundhouse in a Combo, or he might instead create the 
Combo using Jumping Roundhouse. Whenever a fighter plays 
a Jump card with a Basic Maneuver, the Basic Manouver's 
modifiers are used instead of the modifiers for Jump shown 
below 

I" the fighter plans to dodge a projectile attack using the Jump 
‘card, he must wait for an opponent to declare the fighter as the 
target of the opponent's projectile attack. Ifthe fightor’s Jump 
has a higher Speed than the missile attack, he can interrupt the 
‘opponent's aftack and try to dodge the incoming attack by 
jumping over itor away from it. The two fighters make a resisted 
roll, comparing the attacker's Focus Technique to the jumping 
fighter’s Dexterity + Athletics. If the attacker wins the roll, the 
jumping fighter is hit by the projectile (he mistimed his leap, or 
perhaps the attacker managed to blast him out of the air) and 
‘must immediately end his turn. 

IW the fighter used the Jump card with a Punch or Kick 
Maneuver, he may be able to dodge over a projectile and still 
deliver the punch or kick 

Cost: None 

‘Speed: +3 

Damage: None 

Move: +0 


Kippup 

Prerequisites: Athletics ** 

Power Points: Any 1 

‘One of the more basic athletic maneuvers martial artists have 
found useful is the Kippup. The Kippup is a technique that 
allows @ prone fighter to get to his feet almost instantly. The 
fighter curis his legs up off the ground and kicks them up into the 
air while at the same time arching his back powerfully. The 
resulting motion practically bounces the fighter off the ground 
and to his feet 

‘System: A fighter who knows the Kippup Special Maneuver 
only suffers 2 -1 Speed penalty the turn after she suffers a 
Knockdown, instead of the standard -2 Speed penalty. Kippup 
is not played as a Combat Card: its effect is automatic, 

Cost: None 

‘Speed: See description above 

Damage: See description above. 

Move: See description above 


Rolling Attack - 

Prerequisites: Athictics 

Power Points: Capooira, Wu Shu 3; Any 5 

Gravity-detying! A fighter executing this amazing move leaps 
forward through the air and tucks into a somersault, The fighter 
then rolls through the air as far as her momentum will take her, 
Cr until she slams into an opponent 

This is @ tough move to learn, and, like any move where a 
fighter uses her own body as a projectile, the Rolling Attack 
takes @ bit of a kamikaze attitude to use in combat, 

Besides attacking, Rolling Attack is good for moving across 
‘a battlefield quickly, making long jumps, or smashing through 
the window of a getaway car 

‘System: The character must travel in a straight line on the 
hex map and will stop at the first hex occupied by a target, which 
can be a character or any sizable object. After damage is 
applied to the target, the rolling character will bounce off the 
target and land two hexes in front of the target. 

The Rolling Attack is an Aerial Maneuver, 

Cost: 1 Willpower 

Speed: +0 

Damage: +3 

Move: +4 


Thunderstrike 

Prerequisites: Athletics **, Jump 

Power Points: Native American Wrestling 1 

Noone said Native American Wrestling wasn't tough. Fighters 
like T. Hawk aren't opposed to a litle full-body contact, A 
wrestler employing the Thunderstrike leaps right into his oppo- 
nent, strking her with a shoulder, knee, of whatever. Usually the 
fighter sweeps his arms back as he jumps, to emulate a bird of 
prey. 

‘System: The fighter's opponent must be standing in the 
‘same or an adjacent hex when the fighter executes the move. 
‘The fighter moves into the opponent's hex, rolls damage for the 
Thunderstrike, and then finishes his movement, Thunderstrikeis 
an Aerial Maneuver and enables the user to avoid projectile 
attacks. 

Cost: None 

Speed: +0 

Damage: +5 

Move: -1 


Vertical Rolling Attack 

Prerequisites: Athictics ***, Jump 

Power Points: Capooira, Wu Shu 2: Any 4 

This move is almost identical to Rolling Attack, except the 
fighter leaps up in the air instead of forward. The move is good 
for knocking down high-jumping opponents or for vaulting over 
fences or onto roofs. A character using Vertical Rolling Attack 
can somersaullt four feet into the air for every datin Athietics (12 
fet at Athletics *ee, 16 feet at Athletics **ee, etc.) 


‘System: This Special Manouver counts as a Jump move for 
purposes of interrupting and dodging a projectile attack. It will 
inflict a Knockdown on opponents who are in the middle of an 
Aerial Maneuver. 

The Vertical Rolling Attack is an Aerial Maneuver. 

Cost: | Willpower 


‘Speed: +0 


Wall Spring 

Prerequisites: Athletics +**, Jump 

Power Points: Wu Shu 1; Any 2 

This move is similar 10 the regular Jump special move, but it 
incorporates some wall-bouncing action to give the fighter even 
greater range and height. Springing off a wall can be used to 
add six more feet to a vertical jump. 

‘System: The character can jump normally, up to her full 
Move. Additionally, if she aims for a wall, she can actually 
bounce off the wall with a good push of the legs and travel 
another full Move plus twohexes away. The fighter must bounce 
off the wall at the opposite angle she jumped into it, unless she 
jumped straight al the wall, in which case she springs straight 
back. 

Uke regular Jump, Wall Spring canbe played with any Basic 
Maneuver Punch or Kick. Use the Basic Maneuver's Speed and 
Damage modifiers, but use the Wall Spring's Move modifier. 
So, a fighter can jump into and spring off a wall, but end with a 
kick or punch, 

The Wall Spring is an Aerial Maneuver of the highest order, 

Cost: None 

‘Speed: +2 

Damage: None 

Moves +0 frst jump, +2 off spring 


LINE oF SIGHT 


you're going to shoot a fireball or any other projectile 
attack at someone, it really helps it you can see him. This is 


te.) one has lne-o sight onthe other. Ifthe attacker does 
not have line-of-sight on his intended victim, he can stil 
launch the projectile attack, butit will strike the firstinterven= 
ing object instead of the intended victim: 


Also, projectile attacks keep traveling up to their maxi- 
mum range or until they hit'something, 0 ifthe intended 
victim of a fireball dodges, the fireball continues in @ 
‘straight line. This has led to more than one amateur Street 
Fighter toasting her own teamwmates because an opponent 
jumped out of the way. 

If projectile attacks directed at @ hex containing more 
than one character. the attacker must make a Perception 
roll (difficulty 8) to target the correct opponent. Otherwise, 
the Storyteller must roll randomly to see which characteris: 
hit (e.g, iftwo characters are in the hex, roll one 10-sided 
‘ie; on 1-5, Character #1 is hit,on 6-10, Character #2is hit). 


fe Fos = Ancient Chinese doctors couldreputably workhealing miracies 
mChi into their patient. This healing com- 


Notall Street Fighters ure and an actual “laying on of hands” wherein 
win, Many advanced fight patient to infuse the patient with addi 
focus their body's Chi ling power is relatively rare ay 

Pariah whan iis sme styles teach the philosophy that the ability 
conse ight along with the ability to hurt 
Physical Attribut A character who uses Chi Kung Healing in the 
places Dexterity me hexas her patientandthen 
for Damage. ne healing process. Like the Regeneration Special 

t Health Level per point 
healer can spend Chi points up to 
tum of healing, 


character's N 


Acid Breath 
Prerequisites: Focus « 
Power Points: Any 4 
A foul power that only a few loaths: 

developed. Fighters using Acid Breath are 
gastric acid Into ah 

forth from thei 

opponent. Th 

ugly injuries that take a long time: 

The worst part about being hit w 

Acid Breath Is that the acid continu 

burn the fighter aftor tho initial impact, caus 

ing more bodily dama 

clothing, f 

rial 


je and eating away 
pric and any other dissolvable 


acid h 


;ome believe the Acid Breath is amutant 
er that only @ few unique individuals 
peliove that fighters whe 
have mastered Acid Breath use their Chi 
their stomachs’ natural acid into a 
highly potent chemical woay 
System: The sprayhas arange equal tc 


s, Othe! 


the fighter’s Stamina rating, and the tight 
must ha of-sight to hit his intended 
vietim, 

Once the acid spray hits, it immediately 


inflicts damage using the +3 modifier. The 
following combat turn, unless the victim 
the Acid Breath has been immer 
other purgative mettiod has 


waler or 
1, the acid continues to burr 
f the 


the victim's body, At the vory ond 
bat tum, after all actions have b 
completed, the acid damagi 

modifier, Finally, on the third turn, the 
acid damages for the last time using the -3 
damage modifier 


ain at the 


Characters hi 
of Acid Breath in quick si 
suffer several different damage rolisac 
them at the end of each turn 
Acid Breath can be dodged like any 
other projectile attack 
Cost: 1 Chi 
Speed: 2 
Damage: +5 


Native American Wrestling, Shoto! 


rate, Wu Shu 4 


Cobra Charm 

Prerequisites: Focus == 

Power Points: Kabaddi 2: Any 4 

Kabaddi stylists are masters of mental powers. Having mas- 
tered the hypnotic trick of charming cobras with flute music. 
they are able to apply their hypnotic influence to other humans. 

System: A martial artist using Cobra Charm must be close 
enough to his victim to gaze into her eyes, establishing the 
hypnotic contact, He must be within three hexes of the oppo- 
nent, Onoe eye contact is established, the charmer makes 2 
Wits + Mysteries resisted roll against the victim. ifthe charmer 
wins, the hypnotic spell is established; otherwise, there is no 
lfc, 

Once the Cobra Charm has begun, it works similarly to a 
Sustained Hold for Grappling, except that between each turn 
the victim and the charmer compare Intelligence rolls to see it 
the hypnotic hold is broken. If the vietim is ever hurt, the charm 
is immediately broken, 

While hypnotized, the victim will do nothing except follow very 
basic commands given by the hypnotist such as moving. lying 
down, etc, The hypnotist can employ only the Move maneuver 
\while maintaining the hypnotic hold, because he must concen: 
trate on his subject. If the charmer and his victim are ever 
separated by more than three hexes, the hold is broken. 

Cost: 1 Chi 

Speed: -1 

Damage: Nono 

Move: -1 


Prerequisites: Focus **+* 

Power Points: Kabadi 4 

‘This remarkable power is acquired only afterlong and intense 
meditation by Kabaddi masters. They study unsolvable riddles 
of dimensional space, expanding their minds to understand the 
true nature of distance. In the end, the Kabaddi master acquires 
the superhuman ability to stretch her limbs far beyond thelr 
‘normal length. The limb actually appears to telescope out into 
space 

Kabaddi masters make great use of this ability in combat, 
extending theit limbs to attack opponents from a safe distance: 
cr kicking aerial opponents out ofthe sky before they can close 
with the Kabaddi master. Outside of combat, the ability proves. 
Useful for all manner of things: reaching otherwise unattainable 
objects, grabbing ledges far overhead, snaking an arm through 
atight squeeze to grab jall keys or even extending a finger down 
a drain pipe to collect a lost article. 

System: Fighters who possess this ability can use it at any 
time withaut penalty, The power is simply combined with any of 
the six Basic Maneuvers (Jab, Strong, Fierce, Short, Forward, or 
Roundhouse) to give the attack extra range. The character can 
extend his limbs a number of hexes equal tohis Focus rating. So 
for example, Dhalsim, with an amazing Focus rating of 6, can 
extend his limbs to hit an opponent six hexes away. He can 
stand in one hex and hit an opponent almost 20 feet away! 

The only drawback to the maneuver is that the fighter’s 
extended limbs are vulnerable to attack. If any.opponent inter- 
rupts the fighters stretching attack with a higher-Speed attack, 
the opponent can damage the stretching character by hitting 
him in any hex through which hs limbs extend (including hitting 
the fighter’s extending fist or toot), 

Cost: None 

‘Speed: See description above 

Damage: See description above. 

Move: See description above, 


Firebal 
Prerequisites: Focus +++ 
Power Points: Kabaddi, Shotokan Karate 3; Kung Fu, Wu 

Shu 4; Any 5 
Some Street Fighters have hamessed their internal Chi to 

such @ degree that they can explode this energy out of their 

bodies as fiery projectiles, The fighter must undergo rigorous 

‘mental and spiritual training to harmonize his body's flow of Chi 

until this attack can be called upon instantly. 

Most fighters project the fiery blasts from their palms, but 
Kabaddi stylists are known for launching the fire from their 
mouths. These yoga masters concentrate their Chi into their 
‘stomachs unti their very vitals heat red-hot, and then they vorit 
the energy toward their opponent as a fireball projectile 

Fireballs can be used to ignite combustible objects like 
paper, dry wood, gasoline, etc. They also make decent light 
sources. If a character launches a fireball straight up, the 
immediate area will be dimly lit for a couple of turns. 

System: Fireballs have a range equal to the projecting 
character's Wits + Focus. For example, Ken has Focus of 5 
and a Wits of 4, so his fireballs have'a range of nine hexes! As 
with all projectile attacks, the allacker must have an unob: 
structed line-of-sight on his intended victim. 

Cost: 1 Chi 

Speed: -2 

Damage: +2 

Move: None 


Flying Fireball 

Prerequisites: Focus ****, Fireball, Jump 

Power Points: Shotokan Karate, Wu Shu2; Kabaddi, Kung 
Fug 

Vetoran Stroot Fighters have begun to develop methods of 
keeping their high-jumping opponents from leaping over {ire- 
balls, These veterans are taking the battle to the ar, jumping up 
‘and launching their fireballs in midair. 

‘System: The Flying Fireball is identical to the standard 
Fireball power, except that opponents cannot dodge the Flying 
Fireball with Jump or similar Aerial Maneuvers. Line-of-sight 
restrictions stil apply 

Costs 1 Chi, 1 Willpower 


Prerequisites: Focus 

Power Points: Kabadai, Native American Wrestling 5 

Tales are told of crypts found in ancient temples amid the 
Himalayas. There, the bones of ancient monks can be found 
imbedded in walls of solid rock. How the monks':remains 
became thus interred remains a mystery toallbuta few Kabaddi 
masters 

‘These masters know of the disciplines practicedat the temples 
— disciplines that led to the deaths of many monks, but led to 
the mastery of mind over matter. The monks developed the 
power to turn their bodies into an insubstantial, ghostly form, 
allowing them to pass through any solid object unharmed and 
then solidify their bodies back to normal 

It is rumored that the very first monks who perfected this 
technique actually became trapped in their ghost forms, unable 
to transform their bodies back into solid matter. The same 
rumors purport that these ancient masters stil roam the world, 


System: Nothing solid will afect a character in Ghost Form. 
Energy like fire and electricity will still affect him, but bullets, ice 
blasts, ists and kicks will pass harmlessly through his body. The 
character cannot attack or use any ather Special Maneuvers 
while in Ghost Form, but he can move and pass through walls, 
floors, and even people. Ghost Form can be played during a 
tum that the character is caught in a Sustained Hold, allowing 
the character to walk right out of the hold. 

character's clothing and personal possessions of smallsize 
can be tured insubstantial and follow the character in Ghost 
Form, 

Cost: 2 Chi the first tum plus 1 Chi per turn 
stays in Ghost Form 
1 


character 


No one knows from what martial style this attack comes. Its 


origins are so secret, and the manouvor is seen so rarely, that 
many believe it to be a superhuman mutant power rat 
trained ability 

Fighters who are ableto project the Ice Blast can throw a wave 


of frost, snow, and sharp (ce particles from their hands. Kung Fu 
‘masters Say that the Ice Blast fighter uses negative Yang Chi to 
supercool the air into the icy projectile 

Characters who have rni the Ice Blast are seldom 
uncomfortable even in very cold climates, They can sleep in 
‘meat freezers and wake up refreshed. To other people, the 
‘character's skin is always cold to the touch 

System: The Ice Blasts similar to othor projectile attacks. It 
has a range equal to the character's Wits + Focus and can be 
dodged by Special Maneuvers such as Jump. The attackor 
must have line-of-sight an his vietim, 

A viclim who suffers damage is encased in sheets ot thick ice 
thal freeze him in place. The victim can attempt to break free of 
the ice al the end ot each combat tum. He must accumulate four 
successes in an exlended-action Strength test to break free. 

For example, a Strength 3 character is hit by the Ice Blast 
Aller the turn is over, he rolls three dice (his Strength) versus 
difficulty 6 and scores two successes. He is still frozen 
through the next tum, After that second turn, he rolls again, 
scoring lwo more successes. He now breaks free of the ice. 


Altornatively, ita frozen character is it, the ice shatters (but 
the character still takes damage), 

Cost: 2 Chi 

Speed: -2 


Damage: +3 


Move: None 


Prerequisites: Focus * 
Power Points: Shotokan Karale 3; Kabaddi, Kung Fu, Wu 
Shu 

While Ken went on to master the Dragon Punch above and 
beyond what Gouken had taught him, Ryu took Shotokan 
Karate's Fireball and further perfected it into a faster, more 
destructive altack. 


‘System: The Improved Fireball is the same as a regular 
Fireball except that its modifiers are batter and it will score a 
Knockdown an any opponent it damages unless the opponent 
blocks. 


Cost: 1 Chi 


Move: None 


Inferno Strike 

Prerequisites: Focus Improved Fireball 

Power Points: Shotokan Karate, Kabaddi 5 

Instant bonfire! The Inferno Strike takes the basic Fireball and 
elevates it to a whole new level of destructiveness. Instead of 
sanding a flaming projectile at an opponent, the master of 
Inferno Strike emits a meteor-size, flaming boulder that obliter- 
ales a large area and anyone in it 

System: The fighter must choose any line-of-sight hex within 
range, Range is calculated as Wits + Focus like other Fireball 
maneuvers. 

The Inferno Strike hits in the targeted hex and explodes into 
the six hexes adjacent to the targated hex. Anyone in any of the 
hexes affected suffers damage using the modifier below, Any- 
‘one using a Jump or similar Special Maneuver that can dodge 
Fireballs can also attempl to dodge the Inferno Strike. 

Cost: 2.Chi 

Speed: -2 

Damage: +4 

Move: None 


Power Points: Kabaddi 3: Any 4 

How can you survive against an opponent who knows your 
next move before youmake it? Suchis the mental power of some 
‘mystic: martial artists that they can scan the thoughts of their 
‘opponents and predict their next moves. 

‘System: The Mind Reading Special Maneuver is not played. 
as a Combat Card. Instead, the player announces in between 
combat turns that her character is using Mind Reading. The 
character spends one Chi and selects one opponent as the 
target of the mental scan, The two characters then perform a 
resisted roll using their permanent Willpower ratings. 

I the Mind Reading character wins the resisted roll, the 
‘opponent must reveal two Combat Cards to the player of the 
Mind Reading character. The opponent must play one of the two. 
cards on the next combat turn. 

‘The victim must bo within a number of hexes equal tothe mind 
reader's Wits + Focus. 

When Mind Reading is used in noncombat scenes, the 
Storyteller can decide what information a character gains from 
a successful Mind Reading. The more successes on the re- 
sisted roll, the better. The victim will not realize that his mind is 
being read unless the mind reader botches her Willpower roll 

Cost: 1 Chi 

Speed: None 

Damage: None 

Move: None 


Musical Accompaniment 

Prerequisites: Focus ** 

Power Points: Caposira 1; Any 2 

Many Capoeira stylists like fighting to the rhythm of music. 
Their dancelike fighting style isin its prime when music accom- 
panies their fight. Music allows a fighter to put his soul and 
energy into the combat, 

A ew other styles also like to work out to heavy rock tunes or, 
in Dee Jay's case, some steel-drumming reggae. 

‘System: Ii there is background music that fits the fighter's 
particular training preference, she gets a +1 bonus to either 
‘Speed, Damage, or Move each turn, Atthe beginning of the turn, 
the player must declare the modifier to which she is applying the 
+1 bonus that turn. She can change each turn, 

Cost: None 

‘Speed: See description above. 

Damage: See description above. 

Move: See description above, 


Regeneration 

Prerequisites: Focus *** 

Power Points: Kabaddi 1; Kung Fu, Native American 
Wrestling 2; Any 3 

‘Some warriors are able to command thelr Chi to flow through 
Injured areas of their body, thereby healing themselves almost 
instantaneously. This discipline is difficult to lear, requiring in- 
depth study of how Chi flows through the body as well as the 
‘menial discipline to be able to route one’s Chi properly in the 
midst of battle. 

‘System: When using this power, a tighter stops moving for 
‘tum to focus his Chi, The fighter may then spend points of Chi 
to restore lost Health Levels. Each Chi point spent enables the 
fighter to regain one Health Level. In one turn, a character can 
restore a number of Health Levels equal to his Focus rating, For 
example, a fighter with a Focus rating of 3 could spend up to 
three Chi to restore three Health Levels in one turn of Regenera: 
tion. 


Cost: See description above 
Speed: +0 

Damage: None 

Move: None 

Repeating Fireball 
Prerequisites: Focus **+**, Fireball 


Power Points: Any 4 

Not happy with one large, flaming projectile, some fighters 
prefer to focus their Chi into several smaller flaming projectiles. 
Certainly, the Repeating Fireball is handy when a fighter must 
face several opponents at once. 

‘System: The fighter can throw a number of small fireballs 
‘equal to her rating in Focus. Thus, a fighter with a Focus of 5 
could throw a volley of five fireballs. She can target them at any 
‘opponent or opponents she likes (e.g., tworat one opponent, 
and one at each of three different opponents), Each target must 
bbe in the fighters line-of-sight. 

A targeted opponent who uses a Jump or any other Special 
Maneuver capable of dodging fireballs must make a dodge test 
against each fireball targeted at him. 

Range for Repeating Fireballs is the same as for a regular 
Fireball (Wits + Focus). 

Cost: 2.Chi 


Shock Treatment 

Prerequisites: Focus *#* 

Power Points: Any + 

Some Street Fighters have developed the ability to amplify 
their body's natural electrical field to astounding levels. The 
human body's nervous system runs on minuscule electric 
charges, and martial artists who have mastered their Chi and 
this technique can create powerlul electric fields around their 
bodies. The air around the fighter pulses and crackles with 
electricity as it burns into ozone 

The power can also be used to short out electrical equipment 
such as computers and televisions. Furthermore, while using 
this power, the Street Fighter is himself practically immune to 
electric shock, For example, a character could grab high: 
voltage wires without suttering damage, solongashe maintains. 
this power. 

‘System: This special powor affects anyone standing in the 
fighter's hex or in an adjacent hex ({riend and foe alike get 
shocked). Everyone takes damage and suffers a Knockdown as 
the electricity courses through their bodies. A blocking charac: 
ter is not knocked down, but stil suffers damage. 

‘A fighter can decide when ne buys the Shock Treatment 
power whether or not itis a Crouching Maneuver. 


Power Points: Any + 
This move has been made tamous by Guile, whois one of the 
few people in the world known to possess the ability, The Sonic 
Boom is a projectile attack like a Firoball, except that the fighter 
focuses her Chi to blast a ripple of concussive sonic energy at 


an opponent. The sonic blast creates a very loud cracking 
sound just before the fighter releases it and an even louder 
boom when it's released into the air 

Dee Jay is the only other prominent Street Fighter who has 
mastered the sonic energy attack, His Max Out move appears. 
very similar to Guile's Sonic Boom, but it sounds more lke 
intense amplifier feedback when it's released, 

System: ike a Fireball, a Sonic Boom's range is equal tothe 
fighter's Wits + Focus, Its Damage is calculated as Intelligence 
+ Focus + 4 (maneuver modifier). The attacker must have a 
clear lina-ot-sight to her opponent. 

Cost: | Chi 

Speed: -3 

Damage: +4 

Move: None 


Stunning Shout 

Prerequisites: Focus +* 

Power Points: Shotokan Karato, Sumo 2; Any 4 

Some martial arts styles emphasize using the voice as a 
weapon in its own right. Ancient masters could focus their Chi 
through their voices, creating shouts so loud and powerful that 
they could knock opponents over and unnerve them in battle. 

System: A fighter must direct her Shout al one opponent (at 
the Storyteller’s discretion, a whole group of minor thug appo- 
nents could be simultaneously affected). The victim of the Shout 
must make a resisted roll between the victim's permanent 
\Willpower rating and the fighter’s permanent Wilipower rating. If 


the victim scores more successes, the Stunning Shout has no 
effect. 

If the fighter scores more successes, one of two things 
happens to the victim, depending on whether or not he has 
acted in the current combat tum. Ifthe victim has not yetacted, 
he loses all remaining Move and attacks for that turn. Com- 
pletely unnerved and stunned by the force of the yell, he must 
spend the remainder of the turn recovering, 

If the victim has already finished his action that tur, each 
extra success the fighter rolled on the Willpower test subtracts 
‘one Speed point trom the victim's next maneuver. For example, 
a fighter using Stunning Shout bests her opponent's successes 
bby four. Her opponent will have -4 Speed to his maneuver next 
tum’ 


Cost: 1 Chi 


Telepathy 

Prerequisites: Focus +++ 

Power Points: Kabacsi 2; Any 3 

Some yoga masters have perfected a form of communication 
beyond the spoken word. They are able to link their thoughts 
directly to another person's mind, enabling them to communl- 
cate directly with another person, 

System: A character using Telepathy can link a number of 
additional people up to ner raling in Focus. So, a character with 
a Focus Technique of 3 could telepathically link herself and 
twee other people. Each individual must be within a range equal 
tothe tolopath’s Wits + Focus in hexes, and must stay within that 
range to maintain the link 

In between each combat tur, the telepath can decide which 
characters will be part of the telepathic link for the upcoming 
tum. Those players can then discuss combat strategy among 
themselves without anyone else being able to hear them, 

Maintaining a telepathic link costs one Chi point per turn, 

Cost: 1 Chi per tum 

‘Speed: Nono 

Damage: None 

Move: None 


Thunderciap 

Prerequisites: Focus ***, Punch * 

Power Points: Native American Wrestling 4 

Powertul magic. The warrior claps his hands together and 
unleashes the sound of thunder. The tremors caused by the 
‘Thunderclap are powerful enough to shatter windows and stun 
the warrior’s opponents, The sound can be heard for miles: 

System: The Thunderclap inflicts damage on everyone 
within three hexes of the warrior. The damage is intelligence + 
Focus -3. 

Cost: 1 Chi 


Damage: -3 
Move: None 


Toughskin 
Prerequisites: Focus 
Power Points: Sumo 2; Any 4 
‘Sumotori are renowned tor their armoriike skin. One of the 
styie's lesser-known Special Maneuvers is its practitioners’ 


ability to focus their Chi into their skin and surfa 
making their already tough skin rock-hard. 

‘System: The player can use her character's Toughskin 
Combat Card along with any other maneuver in a combat tun. 
The character's Soak total is increased by two for the duratio 
of the turn, 

Cost: 1 Chi 

‘Speed: See description above. 

Damage: See description above 


Fireball 


Not content to throw small balls of fire, Kabaddi stylists have 
perfected the ability to create a deadly geyser of flame, which 
they can breathe from their mouths. 


that fils any one hex adjacent to the fighter and the th 
beyond it. The fighter rolls separately for damage against 
anyone standing in the affected hexes. Once the Yoga Flam 
begins, the tire lasts until the end of the current tum, so anyone 
foolish onough to enter the four fiery hexes also sulfers damage 

The Yor 
prone to ignite nearby flam 

Cost: 2 Chi 

Speed: -2 

Damage: +7 

Move: One 


ga Flame is even hotter than a Fireball, and thus more 


able materials. 
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Any 


Yoga Teleport 
Focus 


it must be. Witnesses 
literally disappear 


as been called magic, and indee 
ve Seen yoga mast 
cation and reappear in another. How this power is 
leamed, no one can or will say. One thing is certain; the 
oveted by any Stree! Fighter who has had toface 
Dhalsim in combat 
System: When executing this move, a player simply an: 
ounces that her character has disappeared, At any point 
during the n, the player can choose to have her 
character reappear on the map anywhere within her character's 
way from his original position 
a Teleport al the appropriate 
Speed. The player removes Dhalsim from the hex map and can 
have him reappear anywhere within Dhalsim’s Focus (6) + 
Intelligence (6) = 12hexes away, Usually, a player will wait until 
ety end of the turn, after all other characters have finished 
etore deciding where the teleporting character reap- 


from one 


or) 


Zen No MI 
Prerequisites: Foc. 
Power Points: Kung Fu 3; Any 4 
ters of Zen philosophy are able to act faster than thought. 

yhe master becomes part of the natural flow ol the world, so that 
his actions do not merely respond to some outside force, but 
spring into boing as they are required 


( 


mc at 


‘System: The player can select three C 
character's deck. The character mu any other modifiers for that maneuver. This bonus is 
else has performed movement and ai n when the moves of the Combo are played in order 
end of the tum, the player car batt urn. Fe ple, if Balrog has @ Jab Punch - Fierce 
Cards and immediately use 


bat Car 
then wait unt 


sdmoditier over 


er he played it in a tum 
nin which he played a Jab Punch. 
is that some Combos can accumu- 
tum by turn for purposes of dizzying an opponent. 
a fighter has Punch - Fierce Punch Combo 
fighter hits an opponent (who has 3 Stamina) 
in Turn One and inflicts one Health Level of 
hen follows with the Fierce Punch in Turn Two and 
‘age. The opponents dizzied 
would have dizzied the opponent 
mba Maneuver, the damage from both 
te8 to @ total of four Health Levels, which is 
poner 


Willpower 


iption above. 
.e description above 
ription abov 


ComBo (ComBINATION) MANEUVERS 


ot Fighter: 


Look, mon, ifyou want to make it on the Str 
u're gonna have to do more than just punch 
al move you got ther 

mon, | know what I'm talkin’ 


iging one note an’ call 


the beat together. One note at 


spend Power Points on Combo 
during character creation. Combo Maneuvers may 
1ught later, using Power Points gained through expe 

10 Maneuvers cost one, two or three Power Points, 


Most fighters need one or two Combo Maneuvers to finis! 
rious opponents. 
punches, kicks, or other maneuvers, which 


Combo Maneuvers are con 


‘over two or three combat turns, Essentially. the fi ry moves the fighter incorporates into the 

ff cerisin sequence of moves so rigorouoly Het yo and how etfective the Combo Is. 
nation becomes second nature. The fighter can execute Combe ie player wants to combine two moves into a Combo 
Maneuvers faster than individual moves, and the rapid-fire hits Maneuver. it costs one Power Point. To add a third move to the 
of Combo Maneuvers can quickly dizzy oppone mbo Maneuver costs an additional Power Point, With this 


Conto Maneuver suiomaticaly got afte +2Speed bows: ihe paver 


also wants 


Combosl 
have two effects, 

The first is that the 
second and third maneu 


the Combo to accumulate damage for dizzies, then he must 
spend an additional Power Point on that Combo Maneuver, 
making it a Dizzy Combo Maneuver. 

Let's look at some examples: 

Jason decides to combine two maneuvers into a Combo 
Maneuver. He spends one Power Point. The maneuvers are now 
linked, and the second maneuver will get +2 Speed when itis 
played as part of the Combo, 

Jason later decides to add a third move to the Combo 
Maneuver, so he spends an additional Powor Point. The third 
‘maneuver also gets the +2 Speed Bonus when played as part 
of the Combo. 

Finally, the player dacides to spend one last Power Point to 
make the three-maneuver Combo capable ot accumulating 
damage tur after tun to score a dizzy result. He spends the 
point and records the Combo on his charactor sheet as a Dizzy 
Combo Maneuver. 

‘Another player, Michelle, buys a two-move Combo and wants 
itto have the dizzy power, so she spends two Power Points for 
a two-move Dizzy Combo Maneuver. 

When a player buys a Combo Maneuver, he must specify 
which moves he wants to be part of the Combo Maneuver, and 
the order in which they must be executed during play. One this 
is set, can never be changed. For example, a player decides 
to buy a Combo Manewver for his beginning character. He 
decides to go for a basic one-two kicking combination, so he 
chooses to combine his character's Short Kick and Round- 
house Kick into a Combo Maneuver. He records the Combo on 
his character sheet under Special Maneuvers as "Combo Ma- 
neuver: Short Kick - Roundhouse Kick.” Another player might 
decide to do a triple Combo of Block - Rolling Attack - Shock 
Treatment that accumulates damage for dizzies. She would 
write the move as “Dizzy Gombo Maneuver; Block - Rolling 
Attack - Shock Treatment.” 


Your Move. 


So far in this chapter, we've dealt with Special Maneuvers 
primarily to define how they fit into the rules of the game. 
Because Street Fighter is a storytelling game, it's also 
Important to point out how they can be used to tell a better story 
and develop more interesting characters. 


tuwovanion 


One of the best ways to weave Special Maneuvers intoa story 
is to create new ones. A player can create a new Special 
Maneuver, complete with Prerequisites, Power Point costs, Chi 
oF Willpower cost, Modifiers, etc, The Storyteller must approve 
all new powers to make sure that they ft into the game and don't 
give a character an unfair advantage (like having a one-Power 
Point punch that does +7 damage or something ridiculous like 
that). The Storyteller may decide to raise a power's cost or lower 
its modifiers if she finds it 0 powertl 

Once the Storyteller has approved a new power, she and the 
player can design a story about how the character learns the 
new power. What does the character have to do to find the right 
Sensei or get enough experience to develop the power? 

New powers possessed by villains also keep the players on 
their toes. Okay, so that Indian guru who runs Shadoloo's: 
operations in Bombay is reported to be a master of psychic 
powers, What can the guru do? How can the characters prepare 
to face the unknown powers of this adversary? New special 
powers can build a lot of suspense and drama. Is that ancient 
Chinese Sifu finally going to hold a tournament? It is rumored 


that whoever wins the tournament will be taught the Sifu's 
deadly Ghost Hand Kung Fu maneuvers. Great stories can be 
‘built around the search for new Special Maneuvers. 


Ada Dea 10 Srecme Maueuvees 


If you're a Storyteller, all these Special Maneuvers may seem 
intimidating, so stick to the level of complexity with which you 
feel most comfortable. If you want to use only the Basic Maneu- 
vers during your first few fight scenes, that's fine. I's good idea 
to get the feel of combat before you introduce Special Maneu- 
vers and make combat more complicated. 

Running combat takes time at first, but once you've practiced 
ita bit, it speeds up, The goal isto keep your fights fast-paced, 
‘exciting and, above all else, fun, 

I you're a player, remember that your goal isn't to.twist the 
rules to create an invincible character. If you argue rules to 
score extra hits, the reaction you get will be the same as that 
given to a fighter who argues with a judge to score points: 
poopie will get tired of hearing you complain, If, however, you 
want to run a fully developed character— someone with a real 
personality, someone who doesn't just beat people up — you're 
‘on your way to becoming an important part of your gaming 
group. Use your character's Special Maneuvers to add drama 
to the story. 

Whenever your character uses @ Special Maneuver in com- 
bat, feel ree io describe the move in as much detail as you want, 
Each card you play is another embellishment to the story. If you 
can adda bitof panache to each punch that’s thrown, if you can 
‘add drama with every Combo Maneuver you use, the Storyteller 
will remember your roleplaying, and your opponents will re- 
member your character as a true Street Fighter, 

Remember, too, that Special Maneuvers have lots of uses 
‘outside of combat. Maybe the victims of a car crash need your 
Chi Kung Healing. People are trapped in a buring buliding and 
‘can't escape through the locked door — can your Dragon 
Punch break through? That sniper on the third floor is going to 
shoot a rifle through the window — can you leap up to stop him 
intime, or maybe stretch your Extendible Limbs to grab the gun 
‘away? Use your Special Maneuvers for more than knocking 
heads. Sometimes your character will need them to survive 
outside the ring as well as inside. 


Activation Word Bonus 


Finally, here's an optional rule that many people use when 
they play Street Fighter. Ii adds some drama and roleplaying 
to. combat. The rule involves the use of special combat phrases 
called Activation Words. Using this rule, whenever a character 
wants to use a certain Special Maneuver, he rust yell out that 
power's Activation Word, During combat, the player must yell 
ut the Activation Words during combat. For example, it you're 
playing Ken, yournight say, “Ayu-Ken!" every ime your charac- 
ter throws a Dragon Punch. 

‘The advantage is that i the player uses the Activation Words, 
the character will gain an additional point of Glory it he wins the 
‘combat. However, afighter who uses Activation Words must say 
them whenever the power is used. The power cannot be used 
without the Activation Words. If the character is gagged and 
cannot speak, suffers laryngitis, or is involved in a stealth 
‘operation, yelling Activation Words to activate powers becomes 
more dlificut. 

Prayers using customized characters can choose their own, 
‘Activation Words. Usually, the word or words. describe the 
‘maneuver. If the Activation Words are inappropriate or vulgar, 
the character will lose Honor each time they are used. 


Street Fighters live in a dangerous world filled with nearly 
constant turmoil and strife. The warriors who enter the danger 
ous world of underground tournaments run the risk ot losing their 
health, their wealth, and sometimes their lives. Arena fighting in 
Ihe world of Street Fighter is only for the best of the best. 
bocause every fighter knows in her heart that the only thing one 
can trust in the middle of an arena Is oneselt 

Stree! Fighters use combat as a very formal way lo resolve 
their disputes and determine who among them is the very best 
at what they do, Different characters have different motivations 
for entering combat, but no honorable Street Fighter espousos 
violent for violence's sake, Through the ritual of tournament 
combat, Sireat Fighters seek to perfect themselves; outside the 
ring, Street Fightors put their martial prowess to the test to 
correct cruelty or injustice. 

This chapter concentrates solely on the rules for combat. It 
explains how to use the Combat Cards, maps and figures to 
simulate the fast-paced action of a Street Fighter duo! 


TWes oF Compan 


Whother a Street Fighter voluntarily enter a tourriament fig! 
or suddenly finds herseit forced into @ back-alloy brawl, the 
same game rules are used to govern combat. The rules of the 
fight within the story, however, can vary a groat de: 

Tournament fights are ritualized events, with groups of spec- 
tators, a panel of judges or referees, starting belis, and timers 
There is a nearly infinite variety of tournament settings, from 
torples in India where gongs signal the onset of combat, to 
warehouses in Eastern Europe where the referoo’s yell to start 
can barely be heard over the chants ot the bloodthirsty crowd. 
Each tournament will make its rules known fo the fighters. an 
expect combatants fo adhere to them (although not all do). 
doesn't mean that tournaments can't be rigged. Fighters who 
ownarenas dan'tmind giving themselves.a “home court” advan 
tage naw and then. Far example, a big, slow wrestler might make 
the floor of his arena one big mud pit, so that everyone moves 
slower and the acrobatic fighters will have a hard time jumping 
out of the wrestler’s reach 

(On the street, or in @ Shadoloo hideout 
Thugs will gladly draw all sorts of weapo 
deal with unwanted Street Fighters, This c 
items that a character's enemy may bring to bear in 
barred fight outside the ring. 


it, there are no rules. 
including guns, to 
chapter covers all the 
no-holds- 


“to cone ener fight begins with the 


three hexes apart from one an- 


turns, or one round of 


Sp eon 


Conpat CARDS 


By now, you've probably gotten some idea of the sheer 
variety of Traits available to a Street Fighter character. You 
might be asking yourself, "How do | keep track of all this?" t's 
simple, really, In the back of this book you'll find a number of 
Basic and Special Maneuver cards. These cards are called 
‘Combat Cards, and they're the key to making Street Fighter 
combats fast and full of strategy, 

Each Combat Card represents one maneuver that a charac 
tor can use in a combat tum. Betore you fight your first combat, 
you should fill out a Combat Card for each of your character's 
manouvers. This should give you @ deck of somewhere around 
ning to 15 cards, During combat, hold your deck of Combat 
Cards in your hand; each turn, select one of yout Combat Cards 
as the maneuver your character will execute that turn, 

Each character should have nine Basic Maneuver Combat 
. senting the nine Basic Maneuvers that all warriors 
know. These Basic Maneuvers are listed right after this discus- 
sion of Combat Cards. The other Combat Cards denote your 
character's Special Maneuvers, You'll want tofilloutone ofthese 
Special Maneuver Combat Cards for each Special Maneuver 
your character is capable of using during a combat turn, 


Each card lists three terms; these terms define any maneuver 
in Street Fighter. They are: Speed, Damage, and Move 
When you fil outa Combat Card, ili the circles next to Speed, 
Damage. and Move to show that maneuvers rating in each 
category. Special Maneuver Combat Cards also have several 
blankiines so you can jot down notes about that maneuver, such 
asits Chior Willpower cost and any special conditions or effects 
f the move 


Filling out Combat Cards takes a little extra time during 
character creation, butit's worth it. Once you dothe preparation 
work of filing aut the cards, comibat is sped up immensely. You 
won't have to stop in the middie of your Dragon Punch to add up 
‘any numbers oF. consult any tables; everything you need is on 
the card, 

We'll walk through an example of filing out a Combat Card, 
and also expiain a bit about Speed, Damage, and Move. To do 
50, we'll use one of the nine Basic Maneuvers, the Jab Punch. 
The Jab Punch has maneuver modifiers of +2 Speed, -1 Dam- 


age, and +0 Move. 


‘Speed isa calculated statistic that determines which charac- 
ter acts frst during a combat turn, Speed can vary fromone turn 
to the next, depending upon what maneuver your charactor 
attempts, (For example, your character's Jab Punch will always 
be quicker than your character's Fierce Punch.) Other circum- 
stances can also alfect Speed, but those are discussed later in 
this chapter. 

Speed is determined by adding your character's 
Dexterity to the maneuver modifier. 

For example: Laura is filling out a Combat Card for her 
character Jade's Jab Maneuver, Laura begins by determining 
the Speed of that maneuver. Jade has a Dexterity of S, so Laura 
fils in five dots of Speed on the card. Next she takes a look at 
the Jab maneuver itself, A Jab is a light, quick punch and as. 
such has a bonus of +2to Speed. Laura now fils in an additional 
two dots of Speed on her Jab card. The Speed of her Jab Is 7. 

Note that on the copies of Basic Maneuver Combat Cards 
‘provided in the back of the book, the maneuver modifiers are 
‘already listed on each card, and dots are already filed in where 
a Basic Maneuver has a positive moditier. 


Boards don't hit back, 
—Bruce Lee, Enter the Dragon 


The Damage statistic determines just how much harm your 
maneuver inflicts upon your opponent, I's al fine and good to 
be first to the punch, but if your punch hits with the force of 
raindrop, what's the point of being fast? 

Damage is determined by adding your character's 
Strength, Technique rating (the number of dots that 
‘she has in whatever Technique she’s employing) 
and maneuver modifier. 

Now Laura determines the Damage rating for Jade's Jab 
Maneuver Combat Card. Jade has a Strength of 3. Laura would 
therefore fill in the first three Strength dots on her Jab card. 
However, a Jab subtracts one from the Damage rating, so she 
fills in only two dots of damage on her card. Next she adds her 
dots inher Punch Technique. Jade has one dat in Punch, which 
allows one additional die of damage. The total Damage rating of 
Jade's Jab is 3. 

Whenever a maneuver connects, compare the maneuver's 
Damage rating to the target's Soak total. A combatant’s Soak 
total is normally equal to her Stamina, but things like blocking, 
Special Maneuvers, and armor can increase a victim's Soak 
total 

The attacker subtracts the target's Soak total trom the 
maneuver's Damage rating and rolls the dice left over to 
determine how many Health Levels the target loses. This Dam- 
age dice roll is handled like any other test (see Chapter Three 


‘on making dice tests) and has a difficulty of 6. Each success 
subtracts one Health Level from the target's Health. if the 
‘opponent's Soak is higher than the attacker's Damage, the 
attacker stil gets to roll at least one die for damage. 

An attacker can always roll at least one die to 
inflict damage, regardless of how high the opponent's 
Soak is. 

For Example: Laura's character, Jade, is in a fight with 
another Street Fighter named Hugo. Jadeis attacking Hugowith 
her Jab Punch, which we just determined had a Damage of 3. 
Hugo has a 3 Stamina, so Jade subtracts Hugo's Stamina from 
her Damage, leaving her with zero dice to roll, However, she 
always gets to roll at least one die, 60 she rolls one die and 
scores @ 7. Hugo loses one point of Health from the tast, 
‘snapping punch. 

Displeased by the result, Jade next uses the slower, more 
powerful Fierce Punch. Her Damage rating for that maneuver is 
7. Alter subtracting Hugo's Soak total of 3 (equal tohis Stamina), 
Jade siill has four dice to roll, She rolls a 1, 6, 8, and 8. She 
scores two successes (remember, the "1" cancels out a suc- 
cess) and Hugo loses two Health-Levels, 


Move 


Move determines how much distance your character can 
‘cover while performing amaneuver. Each maneuver has a Move 
‘modifier. Some maneuvers allow farther movement than others; 
indeed, some maneuvers allow no movement at all, 

Move is determined by adding your character's Athletics 
Technique to the maneuver modifier, 

Laura calculates the Move of Jade’s Jab. This is how far sho 
‘can move and stil execute a Jab Punch, She takes her Athletics 
rating of 3 and adds the Move modifier of the Jab maneuver. In 
this case the Jab’s modifier is +0, 80 Laura fills in three dots of 
Move on Jade's Jab card. 

Jade's Jab ends up having a Speed of 7, a Damage ot 3, and 
a Move of 3. It is an extremely fast, light punch, 


Comeat Card 


Character: JADE 
Maneuver: JAB 


Speed ©0@0000000 


Damage ®®@@0000000 
000000000 


Move @@®@0000000 
Special: 


Moun on Tue Arena Mas 

Inthe back mis Book you ind two maps. Oneis map 
of the Las Vegas Arena (Balrog’s Stage). The other is 2 blank 
map on whieh you can draw your own arenas or combat 
settings. Each map is divided into six-sided spaces called 
hexes. These hexes are the key units of movement in Street 
Fighter combat. While combat does not have to be fought on 
hex map, ithelps avoid confusion over what characteris where 
and who's clase to whom. 

Also included in the book are cardboard figures that you can 
‘cut out and use. These figures can be placed on the hex map 
to provide a better view of the action as it progresses in combat, 

Each dot of Move listed on your Combat Card allows your 
‘character to move one hex on the map. Characters can never 
move off of the map unless the Storyteller specifically says it's 
all right to do so. A character can never move more hexes than 
her Move allows, although she can always choose to stop 
moving betore she uses up her full Move, Sometimes fighters 
‘will stand toe-to-toe and not Move at all during combal. 

The only restriction on moving, besides not running through 
walls or over obstacles, is that one character can never move 
through another character on the map. Characters canenter the 
same hex as another character, but they cannot move into 
anatner charactor shexand contnve straight ought Cet 
Special Maneuvers, such as Jump, allow characters to ignore 
this rule, because they're sailing over the other character 
instead of moving past him. 


Baste Monernees 


‘There are nine Basic Maneuvers that every warrior knows. 
Thase maneuvers are the building blocks for all Special Maneu- 
vers, The Speed, Damage, and Move moditiers for each 
Maneuver are listed below: 


Puncues 


Jab — +2 Speed, -1 Damage, +0 Move 
= Sirong — +0 Speed, +1 Damage, +0 Move 
Fierce —-1 Speed, +3 Damage, -1 Move 


Races 


‘= Short — +1 Speed, +0 Damage. +0 Move 
‘* Forward — +0 Spood, +2 Damage, -1 Move 
‘* Roundhouse —-2 Speed, +4 Damage, -1 Move 


Omer Mawewe 

* Block — +4 Speed, no Damage, no Move (Special: See 
description below) 

* Movement — +3 Speed, no Damage, +3 Move (This is a 
straight-out movement card, played when a character just 
wants to move across the battlefield quickly) 

* Grab — +0 Speed, +0 Damage, One Move (See description 
below). 


Biocxs 
Wax — on, Wax — of 
— Mr. Miyagi, The Karate Kid 
‘The Block maneuver 16 the basic defensive action for a 
character, Whenever a character uses Block, he adds | tin 


in his Block Technique to his Stamina for the purpose of 
calculating Soak. However, some attacks, such as Grab ma- 
neuvers, ignore Blocks. Damage from those maneuvers must 
bbe Soaked only with the character's Stamina. 

Blocks also have a couple of other advantages. The tumafter 
acheracter uses a Block, he can add +2 Speed to his maneuver 
for the new turn. 

Also, Blocks prevent character from suffering a Knockdown 
from any attack that would normally cause one, except 
Knockdowns caused by attacks which ignore Blocks, such as 
Grab maneuvers. 

Finally, Block can be played as an Abort Maneuver (ex- 
plained later in this chapter). 

‘A Block is @ high-Speed maneuver, but even with its +4 
‘Speed modifier, slow characters may not be able to execute the 
Block before another character hits with a quick attack, If an 
attack has a higher Speed and interrupts the Block, then the 
bblocking character does not get the benefit of the Block against 
the attack. However, ita character uses Block twotums in arow, 
then the character is assumed to be continuously blocking and 
will receive the Block benefits against any attack in the second 


Gress 


Grab maneuvers are something special, Fighters executing 
Grab maneuvers must brave an opponent's punches and kicks 
‘and move into the same hex as the opponent in order to execute 
the Grab (including all Grab Special Maneuvers), 

The advantage of Grab maneuvers is that they ignore Blocks 
when figuring out the Grabs Damage rating, 


OnveR oF Pray 


Now you've got everything you need to run combat, and you 
already know most ofthe rules, This section covers the process 
‘of using the Combat Cards and shows how a combat turn runs 
from start to finish. 

‘The order of combat can become confusing. Each player 
‘wants his character to do this or that, while everyone else wants. 
to react to the first player's actions right away, This can get 
chaotic, which is why we've included a simple list to help place 
things in perspective. Just follow this step by step, and your 
‘Street Fighters should be up and swinging In no time fiat, 

Each combat turn follows the following stops: 

1) Select Cards: Each player selects a card for his 
character. The cards are kept secret until all players involved In 
the combat have made their selections. Once everyone has 
picked outthe Combat Card he wants to use this tum, goto Step 
Two. 

2) Declare Speed: Al players announce the Speed of the 
maneuver they've selected. Two characters who have the same 
‘Speed compare Wits. Whoever has higher Wits is considered to 
have a higher Speed. If the characters have equal Wits ratings, 
then they compare Perception. If that's also the same, each 
‘character rolls one die; the highest roller has the higher Speed 
for the current turn. 

3) Movement: Piay begins with the character who has the 
lowest Speed. The character first uses any moverient she 
wants, upto the maneuver's Move rating. Once the characteris 
done moving, she can go on to the next step of Attacking. 

Atany point during a fighter’s movernent. a character with @ 
higher-Speed maneuver can interrupt a slower opponent. The 
player simply shouts “Interrupt!” and indicates at what point 


during the slower character's movement the faster charact 
will take his action. The interrupted. character freezes in the 
midst of movement and must remember how much movement 
the character has remaining, 

The faster character now takes over the action and uses 
movement he desires, then proceeds to the next step of Attack- 
ing. Once the faster character has 
and attack, the interrupted character can continue her actions. 

A sufficiently slow character may suffer through several 
successive interrupts. A slow character may be interrupted by 
a faster character, who then begins to 
by an even higher-Speed character. Just 
resolve the action in order of the highest 
characters whenever there are multiple interrupts 
interrupting character with the highest Sp 
‘completed her turn, proceed to the next-highest Speed charac: 


nove and is interrupted 
venber — always 
to lowest-Speed 
Once the 


ter who interrupted play, and so on down the line until the 
original, slow character gets to finish her action, 

4) Attacking: Once a character has finished her move. 
ment (attacks always occur alter a character has finished 


moving, unless the action in question is a Special Maneuver that 
allows movement after an attack), the player puts down her 
Combat Card to show the maneuver she is playing. I the 


character played a maneuver that can cause damage, and sh 
is within range to attack an opponent (unless otherwise stated, 
a character must be in the same or an adjacent hex to attack an 


opponent), she can declare her attack on any target within 


range. The character then proceeds with the damage roll 
against her chosen target. 

Just like during movernent, a higher-Speed character can 
mterrupt a lower-Speed character at any point, The faster 
character can declare an interrupt as soon as the slow charac- 
ter reveals his Combat Card, or even after the slow character 
hhas declared an intended target but before damage is rolled, 
Once the interrupt is declared, the faster character proceeds to 

-p Three and begins his movement and attack sequence, 
Once the faster character has finished, the interrupted char. 
ler can complete his attack. If she has already declared an 
attack against a target that is now out of range, the siow 
character must forfeit the attack — no damage is rolled. 

5) The Next Character Goes: Once the first character 
thas completed her movernent and altack, the character with the 
next-lowest Speed begins at Step Three with his own move: 
ment. This process repeats until all characters have used their 
maneuvers, either through interrupting lower-Speed characters 
‘or waiting for their turns and using their maneuvers in order of 
Speed. . 

6) Prepare for the Next Turns If this is a tournament 
‘combat, the Storyteller will want fo record the fact that a turn has 
passed (remember, most tournament combats have 10-turn 
lime limits). Also, arty Special Maneuvers that have affects in 
between tums should be resolved now, and tests for characters 
in Sustained Holds should be performed now. 

Once everything is ready, return to Step One and select 
mbat Cards for the new turn, 


Fezuna (Burcr-tir-But) 


Now that you've got all the basics of combat, we'll 
throw a few extra rules at you: These rules add to the 
excitement of combat. First, we'll present what can 
happen to you if the fight takes a turn for the worse. 


Dazien 

A character who loses more Health Levels from a 
single attack than hiStamina ating send tobe cazied 
1 dizzled charactors next corsa tun fof — let 
He plays no Combat Card and can only sand fora 

onfussd,stunried and unable osc, wile Nis opponent 
(eis ares tur Charetlecannot be clztod wo tae 
arom, ro matir hoo nach damage toy ta 

For example, it a character with a Stamina rating of 3 
takes fou Heath Levels of damage oma single ack, 
that charactor is dlzziod He le unable to act during the 
neat ur, 

Certain Comba Maneuveld'cénctzzy an opponent 
attr inlets, When venga Dizzy Corning Manever, 
the damage is considered curnulative for hepurposes of 
detortioing Ken opponent ja dizer 

For Example, Jade has a Fierce Punch - Suplex Dizzy 
Combo Manaurge Sho loada with a ard, ead punch, 
then fips her opponent headiratinto the ground. ar firt 
punch ificts two Heath Levels of damage, On the 
Second tum she axocules aStplex and Kvici wo Mone 
Health Levelsof damage, Because she boughtthese two 
mmanouvers as e Dizzy Gort, she ads together both 
damage scores forthe pupposea of darining Diz 
thas cane she inflicted a total of four Heath Levels 
botwoon har bo attacks, Because her opponed Hugo, 
has a Stamina of only 3, he ie claied 


The Bartender, "Near Dark 
A character who is reduced to zero or fewer Health 
Levels falls uncon 
fous until the Story 
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the English-dubbed version 
Fighting is @ dangerous business. 
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Jade's Forward Kick to get his Block in place before Jade's 
attack lands. 

Aerial Maneuver —Acrial Maneuversareexecuted above 
the ground, The fighter may not be affected by sweeps or 
Crouching Maneuvers until after the fighter has finished execut- 
ing the Aerial Maneuver. 

Combo Maneuver — Any (wo or three maneuvers can be 
linked into a Combo Maneuver, which greatly increases the 
effectiveness of these maneuvers when played in succession 
The basic Combo maneuver adds +2 Speed to the second 
maneuver, but only when it is performed directly after the first 
maneuver. A Dizzy Combo Maneuver combines the damage of 
its component maneuvers for the purpose of determining whether 
‘an opponentiis dizziod. Combos are explained in detail near the 
fend of Chapter Seven, 

Crouching Maneuver — Thoso manouvorsare performed 
very close to the ground. Fighters employing Crouching Maneu- 
vers cannot be affected by Aerial Maneuvers (unless the Aerial 
Maneuver specifically affects Crouching Maneuvers), 

Knockdown — This effect allows you to knock your oppo- 
nent to the ground. Many different fighting styles have sweeps, 
throws and other takedown maneuvers which can send an 
opponent crashing to the ground. If youare knocked down, you 
subtract [wo Speed from your maneuver next tun as you regain 
your footing, If you suffer a Knockdown before your attack in the 
Current combat turn, you do not suffer the -2 Speed penalty next 
turn. Instead, you forfeit your action in the current turn as you 
regain your feet 

‘A Knockdown only takes effect if the Knockdown actually 
scores at least one Health Level of damage. The only exception 
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be knocked down, unless the Knockdown attack is a Grab or 
some other attack that ignores Blocks. 

Multiple-Hit Maneuver —Some Special Maneuvers score 
more than one damage test against opponents, Moves like the 
Hurricane Kick or Flaming Dragon Punch allow the attacker to 
roll multiple times for damage when the attack lands. Multiple 
Hit Maneuvers do not combine the damage of their individual 
strikes to dizzy the opponent, unless the Multiple-Hit Maneuver 
is part of a Dizzy Combo Maneuver 

‘Sustained Hold — Some Grab Manouvers allow the at 
tacking wrestler lo tie up his opponent.in ahold, The wrestler will 
continue to inflict damage upon his helpless victim each turn 
until the victim can esc 


Ifa wrestler executing a Sustained Hold scores at least one 
Health Level of damage, he has tied up his opponent, The 
‘opponent can do nothing until she escapes from the hold. The 
victim is allowed one escape attempt just after the end of the 
‘combat turn, before thenew turn begins. The victim must defeat 
the wrestler in a contested roll of Strength versus Strength, 

If the victim does not break free, she loses her action next 
tum. The wrestler can choose to'play the same Combat Card 
ext turn and automatically gets to inflict damage on his held 
‘opponent whenever his Speed allows him to act during the turn, 
The wrestler may also decide to drop the hold and play a 
different Combat Card the following turn, 

The Sustained Hold continues unti either the victim breaks 
free at the end of a turn, the wrestler drops the hold and uses 
Gifferent maneuver, or a number of combat turns equal to the 
wrestler's Grab Technique have passed. The Sustained Hold 

Iso ends ifthe victim falls unconscious, or ifa third person hits 
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Exenspte oF PLAY 


The following example of combat between Jade and Hugo, 
two beginning Street Fighter characters, should give you 
‘good idea of how combat flows. 

Turn 1: Hugo and Jade square off. They are eight hexes, 
apart. The round begins. Fight! Jade attempts @ Spinning 
Knuckle Punch, while Hugo plays @ Block maneuver. The 
players compare Speeds. The Speed of Jade's maneuver is 2. 
Hugo’s Block Speed is 6. 

Play begins with Jade. Jade's Spinning Knuckle Punch has 
‘a Move of 6, Jade moves forward six hexes, Dutis still two hexes 
away trom Hugo, 80 she can't land her Spinning Knuckle. She 
decides not to execute the attack, thus saving herself the 
Willpower point that the move normally costs, 

Hugo plays his Block. He has a zero Move, sohe stands inhis 
hex blocking, 

Hugo and Jade ate now two hexes away. The Storyteller 
‘marks olf the first turn of combat, 

‘Turn 2: The players select their characters’ new Combat 
Cards. Hugo's player, Bill, Knows that Hugo can’t block some of 
Jade's quicker shots, so he chooses a slower maneuver thathe 
hopes will inflict damage. He decides to play a Roundhouse 
Kick Maneuver, Jade plays her Spinning Knuckle again. The 
players declare Speed, Jade is Speed 2; Hugo is Speed zero, 

Because Hugo has a lower Speed, he bogins his action first. 
His Roundhouse Kick has a Move of 2, sohe closes the distance 
between him and Jade. His movement is now don. Bill reveals 
Hugo's Combat Gard and announces that Hugo is kicking Jade. 

Jade decides to interrupt with her higher-Speed Spinning 
Knuckle Punch, She decides to skip movement, since Hugo is 
already next to her, and attacks, Jade's Spinning Knuckle 
Punch has a Damage rating of 8, Jade subtracts Hugo's 
Stamina of 3 and rolls five dice. Jade rolls 8, 10, 3, 4, and. Any 
dice with numbers of 6or higher count as successes; thus, Jade 
has scored three successes. Hugo takes three Health Levels of 
‘damage, dropping him from 10 to seven, Hugo has a Stamina 
(of 3, s0 he is not dizzied, The Spinning Knuckle is a Multiple-Hit 
‘Maneuver, 80 Jade now ros for its second and final hit. She rolls 
{ive dice for damage again and scores 1, 1, 4,6, and 10. Her 1's 
cancel out her successes, leaving her with no damage. Jade 
spends a point of Willpower for executing the Spinning Knuckle. 

Now that Jade has finished her action, Hugo gets to pick up 
where he left off when Jade interrupted him. He rolls damage for 
his Roundhouse. The Damage rating for Hugo’s Roundhouse is 
11. Wow! Jade's Stamina is 3, so Hugo rolls eight dice 
(11 Damage -3 Stamina = 8), Hugo rolls 5, 7,9, 6, 2, 10, 2, and 
9. Tallying those dice that came up 6 or higher, Bill finds that 
Hugo's Roundhouse inflicts five Health Levels of damage on 
Jade. Jade's player marks off five Health Levels and finds that 
she has taken more damage than her Stamina. Jade is dizzied! 
‘The Storyteller marks off another turn of combat. and the third 
turn begins. 

‘Turn 3: Jade is dizziod and cannot act this turn. Hugo gets 
a free shot! Hugo decides to finish her off with a Neck Choke. 
Because Jade is dizzied, Hugo can take his time. The Neck 
Choke has a Move of one, so Hugo steps into the same hex as 
Jade and executes the move. 

Hugo lifts Jade off the ground and starts to squeeze. The 
‘Damage rating for Hugo's Neck Choke is 10. Ten minus Jade's 
Stamina of 8 equals 7. Bill rolis seven dice for damage, scoring 
1, 10. 7, 2, 10, 1, 9, Hugo tallies his successes; four dice came 
up 6 or higher. However, he also rolled two 1's. Each 1 cancels. 
one of his successes. Hugo inflicts only two Health Levels of 


damage on Jade. Jade, havingnow taken atotalof seven Health 
Levels, only has three left. One good shot from Hugo wil finish 
her. The Storyteller marks off the third turn, 

‘Turn 4: Jade knows she has to get away from Hugo. She 
decides to try her Suplex maneuver. If successful, she'll knock 
him down and cancel his next action. In the meantime, Hugo 
plays his Fierce Punch maneuver. They compare Speeds. 
Jade's Suplex is Speed 3; Hugo's Fierce Punch is Speed 1 

Hugo, deciding not to move, deciares his Fierce Punch 
attack on Jade. Jade interrupts his attack with her Suplex. She 
grabs Hugo and, using his own weight against him, flips him 
backward onto his head. Jade's Suplex has a Damage rating of 
7. Laura subtracts Hugo's Stamina of 3 from Jade's Damage 
‘and rolls four dice. She scores three successes. More important 
than her damage successes, however, is her Suplex’s special 
effect of causing a Knockdown, Hugo is sent onto the ground in 
an adjacent hex. Because he suffered a Knockdown, he forfeits 
his Fierce Punch attack while he gets back to his feet. 

‘At this point Hugo has taken a total of six Health Levels and, 
has four left. I's shaping up to be a pretty even match. The 
Storyteller marks off another turn of combat 

Turn 8: Jade and Hugo are still in adjacent hexes, Jade 
knows that if she doesn't knock Hugo unconscious, he'll cer 
tainly get hor. Jade selects her Fierce Punch, However, Hugo, 
fearing another Suplex, plays his Move Card. They declare 
‘Speed. Jade's maneuver is Speed 2; Hugo's, Speed 5. 

‘This time, Jade's Speed is lower, 80 she begins her move, 
‘She declares no movement and reveals her Fierce Punch card, 
‘announcingher attack on Hugo. Before she can purich, though, 
Hugo interrupts with his move. He moves back two hexes, 
leaving Jade swinging at empty air, Neither Street Fighter 
connected with an attack, $0 the turn ends with no additional 
damage having been dealt 

Turn 6: Jade and Hugo are now two hexes apart, Each 
player knows that anyone could win the fight with the right 
maneuver and a lucky roll, Jade decides to try her Spinning 
Knuckle Punch again. Hugo plays a Forward Kick. 

They declare Speeds. Jade is Speed 2; so is Hugo, They 
compare Wits, Jade has Wits 3 and Hugo has Wits 2, 80 Hugo 
is considered to have a lower Speed this turn, 

Hugo starts his move. He moves next to Jade and reveals his 
Forward Kick attack. Jade interrupts with her faster attack, 
‘executing her Spinning Knuckle, She rolls her frst damage test 
‘of Damage 8 minus Hugo's Soak of 3 = five dice. Jade's player, 
Laura, wants Jade to give it her best shot, so she decides to 
spend a point of Willpower for an extra die, Laura now rolls six 
dice. Jade rolls 3, 2, 4,9, 1, 1. Not only did Jade fail 1o do any 
damage, she boiched the allack entirely. She scored only one 
success (the 9) and rolled two failures (the 1's). She must forfeit 
the second damage test of the Spinning Knuckle, and next turn 
she'll have a -2 Speed penalty. 

Hugo now rolls his counterattack, His Forward Kick has @ 
Damage rating of 9. Hugo subtracts Jade's Stamina and is left 
with six dice. Hugo rolls 2, 6, 5, 8, 2, 7. He scores three 
successes and inflicts an additional three Health Levels on 
Jade. Unfortunately, three Health Levels are all Jade had lett. 
She is knocked unconsci6us in the sixth turn of Round One. 
Hugo wins. 


Comer ume Tings 


Often, a Storyteller doesn't have time to write up stats for 
basic thugs who are just there to rough up the characters a bit. 


A special character sheet provided in the back of this book 
allows you to record stats for thugs and other minor characters. 
You can also use the examples provided in Appendix Two. 

Each thug, henchman, agent. minion, or other minor nui 
sance has his combat maneuvers listed on his sheet or in his 
write-up in Appendix Two. When using these thugs in combat 
against the characters, simply use generic maneuver cards; 
you don't need to fill out Combat Cards for each thug. Ifa thug 
tntows a Fierce Punch, just play a generic Fierce Punch card 
and look at the thug's Fierce Punch statistics to determine 
Speed, Damage and Move. Thus, a few cards will work for all 
your thugs, because the actual details for the thugs’ maneuvers 
are written on their sheets. 

Alternatively, you can make things even simpler and play the 
combat fast and loose by using the narrative system suggested 
later in this chapter 


USING Weapons 


The primary thing when you take a sword!in your hands is your 
intention to cut the enemy, whatever the means. Whenever you 
parry. hit, spring, strike or touch the enemy's cutting sword, you 
must cut the enemy in the same movement. It is essential to 
attain this. If you think only of hitting, springing, striking or 
touching the enemy, you will not be able actually to cut bien 
‘More than anything, you must be thinking of canying your 
‘movement through to cutting him. 

—Miyamoto Musashi, The Book of Five Rings 

Occasionally (ospecially during Duelist tournaments), weap 
‘ons are used in combat. No honorable Street Fighter would 
resort fo using a weapon. Street Fightors have honed their tists, 
feetand minds to be better than any weapons, Whoneedsagun 
when you've gota tireball? 

Novortholess, Duelist characters and Shadoloo thugs often 
carry weapons, All weapons have basic Speed, Damage, and 
Move modifiers. Each weapon also has its own Technique. Just 
like Punch determines a character's skill at using her hands, 2 
weapon Technique determines a character's skill with a particu- 
lar weapon, 

Weapons do more damage. but thoy do have a few limita- 
lions. If you are holding a weapon, you cannot punch. Also, 
holding a weapon may preclude the use of certain Special 
Maneuvers (Storyteller decides). Dropping your weapon is @ 
{roe action ~ you can do itat any time. Picking it up or drawing 
it takes one tum (the character can only play a Movement 
Combat Card). The rules for weepons require you to prepare a 


CoMMON WEAPONS 


© Quarter staff — This weapon Is a six-toot-long shaft of wood 
thal is usually wielded with two hands. A quarter staff has the 
following modifiers: 

Base technique: Staff +0 Speed +2Damage +1 Move 

* Nunchaku — Nunchaku are two short wooden or metal rods 
connected by a rope or chain, In the hands of an expert, 
nunchaku are versatile and devastating weapons. Nunchaku 
have the follawing modifiers: 

Base technique: Nunchaku +1 Speed 
Move 

* Broadsword — Thisis a typical sword — sturdy, heavy and 
lethal, Broadswords have the following modifiers: 

Base technique: Sword -1 Speed +4Damage +0 Move 


+2Damage +0 


‘* Rapier — This swords primarily used in fencing. Itis lighter 
and faster than a regular sword, Rapiers have the following 
modifiers: 

Basetechnique: Fencing +2Speed +1Damage +1Move 

‘= Katana — The weapon of choice for the modern samural. It 
is faster and lighter than a Broadsword, but not quite so fast as 
a Rapier. A Katana has the following modifiers: 

Base technique: Sword +1 Speed +3 Damage +0 Move 

* Spear — A long wooden or metal shaft tipped with a sharp 
point. Spears can be neld or thrown, A spear has the following 
modifiers: 

Base technique. Spear +0Speed +3Damage +1 Move 
‘= Knife — A short, sharp blade that can be anything from a 
stiletio 10 a main gauche. These weapons are quick and dis- 
crete. A knife has the following modifiers: 

Base technique: Knife +2Speed +1 Damage +0 Move 


Weapon MANEWERS 


If you use @ weapon, you should add anothét Technique to 
‘your sheet: the name of the particular weapon (such as Rapier, 
Knife or Sword) with which your character is training, 

‘You need to prepare three cards for your weapon. Start with 
the cards for Jab, Fierce and Strong, but use the character's 
Weapon Technique instead of Punch Technique when comput- 
ing Damage ralings for the three maneuvers. Now add the 
weapon modifiers tothe Speed, Damage, and Move ratings on 
the cards. The three Maneuvers become Jab Striko, Strong 
Strike and Fierce Strke. I your weapon is drawn, you can use 
‘one of these three Maneuvers; however, you cannot use any 
punches 

‘Some Duelists learn Special Maneuvers for their weapons, 
These Special Maneuver cards can only be used with your 
weapon, One of these cards can replace a standard weapon 
attack. Duelists and weapon-wielders will be covered i detail 
in a later supplement book, 


Free hetys 


Firearmnsare an unfortunate realityinboth the Street Fighter 
world and our own, For the most part, gunplay is left to minions 
and extras — it is neither honorable nor in keeping with the 
‘genre for Street Fighters to pick up guns and start blasting 
people. Players should rely on their other skils to deal with gun- 
toting opponents. 

For the sake of playability, guns in Street Fighter are 
considered tar simpler and less lethal than they actually are. I's 
no fun to have E. Honda wasted by a bunch of wise guys with 
‘automatic weapons, and it really isn't in keeping with the style 
of classic martial arts adventure films. All the same, players 
should feel somewhat intimidated by a small army of Uzi- 
wielding thugs. Guns, therefore, can do a lot of damage if they 
‘nit, but are somewhat clumsy to use. A good Street Fighter can 
avoid getting shot, provided she is wise enough to scat when the 
bullets start flying. Again, it bears repeating that this feature Is 


Weapon 


for game playability only — people only dodge bullets in comics 
and the movies. 

Firearms should be put on a Combat Card like any other 
maneuver. The Firearmis played in the order of its speed. Guns 
can be very quick; it's best to avoid them if at all possible, 

‘A gun does not fire on the first round that it's played. It fires 
on the next round, and every round thereafter, This is because 
the thug must first draw the gun. If thug enters into fight with 
his gun drawn, the Storyteller should just place the card on the 
table to indicate that the thug is wielding a firearm. 


Freetenes 


Firearms calculate their Spead by using the gun's Speed 
modifier plus the thug’s Wits. Firearms Damage is calculated by 
adding the thug’s Firearms Technique (this is added to the 
character sheet below any other Techniques the character 
might have) to the gun’s Damage modifier: 


Heaw Wearons 


I someone pulls out a grenade, dive for cover! Even Street 
Fightars aren't immune to explosives. Unfortunately, soldiers 
‘and some agents pack heavy weapons in combat. For Storytell- 
‘ers who want some sort af guidelines for heavy weapons, we 
present the following statistics, although we don't advise toss- 
ing grenades at Blanka as a regular activity — it tends to make 
the groon guy mad. 


come! 
use it by SUCRE 


‘Speed and Damage for Heavy Weapons are calculated just 
like Firearms. Characters must have a separate Heavy Weap- 


‘ons Technique 
Gaocens 


Many agents use high-tech toys or secret weapons. Such 
gadgets range from bulletproof vests to cigarette lighters filled 
with napaim to watches that spray sleep gas. Many gadgets can 
be simulated by Special Maneuvers focused through devices, 
or by simple common sense ("His cane has a swing line init. He 
fires the line between the roots and swings to safety.”), A few 
gadgets are fealured below to give you some ideas: 


Noarranve Comper 


Sometimes you just want to Keep things very simple. You 
‘want to run a bang-up combat with a couple of thugs and not 
worry too much about complications ,Below are a few sugges- 
tions that can be used with or without Combat Cards 


Srant Caro 

{A Stunt Card isan adcitional Combat Card that we recom 
mend every player add to her deck of maneuvers. It can be 
played just like any other maneuver, Unlike most other maneu- 
vers, the Stunt Card depends entirely upon the situation, 

No Speed, Damage or Move is listed on the Stunt Card, 
Instead, the player uses the Stunt Card and describes to the 
hoy ior whatever Srsratia action te arta her Chore 
take that turn, The Storyteller then decides the stuns Speed 
and what tosts tho character mighthave fo perform complete 
her stunt successfully. The Storyteller must also decide how 
much damage. any. the character's action causes, = 

‘Stunt Cards allow a character 10 go crazy in combat, Stunts 
add alotof drama and variety They also allow characters ouse 
the setting of the fight to their advantage in herolc ways, 

Examples of Stunts include things tke 

¢ Grabbing a nearby pole and swinging it around to clothes- 
tna « group of Shadoloo agents 

* Leaping from root to root across the skyline 

« Frebaling the chain holding @ chandelier to drop It on & 
pack of Snadol thugs. 

* dumping ont the root ofa car a t drives by 


No Crros 


Another option is not using any cards at all, Characters can 
combine Attributes with Techniques to determine their degree 
of success, much the sameas Attributes combine with Abiliies. 
If @ character wishes to punch someone, the Storyteller can 
have the player roll the character's Dexterity + Punch Technique 
to see if the character connects with his opponent. The player 
canthenroll Strength + Punch Technique (minus his opponent's 
Stamina) to determine how much damage is inflicted 

This system promotes extremely fast-andoose combat, with 
more emphasis on narrative, fiashy actions and less detail on 
now far a character moves and exactly how quickly a character 
reacts. If youwant detailed action, we suggest youstick with the 
basic combat system, 
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The Sensei has many responsibilities, not only to his students, 
but ohimsait. is this weight too much to bear? Notifhe possesses 
virtue, ithe is himself on the path to perfection. Even a master has 
much to learn, But does this learning have to be arduous? 's his 
task a hard one? By no means, for if Ne is resolute in his purpose, 
the universe will make way for him. Victory will follow the easiest 
of efforts. 


— Sayings of Gouken 
storytelling game is. all about creating and teling stories, and 
this chapter will show you how to do it. Because this is probably 
the single most important job in the game, we've devoted a whole 
cchapler to tips on storyteling, 


Bee A STORVIELLER 


Congratulations: you've made the decision to be a Storyteller 
That means you'l have to do a lot more reading than the players, 
and you'l have to do more preparatory work. I's worth the extra 
effort, though, Being the Storyteller for your gaming group is a 
Unique and fun experience. While the players have a big part in 
making @ game session fun, ultimately itis up to you to make the 
game entertaining. Aswe said in Chapter One, the players arelike 
actors in a movie, and you, the Storyteller, are the director. 

Inthis chapter, we'lshow you how to prepare for your first story, 
how to make sure everyon has fun when you tell the story, and 
«ive you some ideas on creating your own stories. 


Prem foe Yow Fes Sey 


Before you gather the players and sit down to start your first 
Street Fighter story, there are a few things you should do. First, 
you should read this rulebook from cover to cover. You are the 
Ultimate arbitrator of the rules; players, especially new ones, will 
look to you if they have questions about rules. You certainly don't 
have to memorize every rule in this book, but you should try to 
familiarize yourselt with the location of certain rules areas within 
the book. This way you can quickly consult the right part of the 
rulebook if a question arises during play. 

Beyond just learning the rules, reading the book will give you 
a better picture of what the world of the Street Fighter is Tike. 
Chapter Two gives you an overview of the setting. Chapter Six 
shows you what the heroes of the world are like, and Appendix 
Two shows you what some of the villains are lke. 


‘Appendix One contains “High Stakes,” anMntroductory story 
which we recommend you use for your first story. You will want to 
read “High Stakes” several times, familiarizing yourself with the 
‘scenes, characters, and plot of the story. Make sure you have all 
the props ready forthe story, including the map and cutout figures 
that show the scenes and characters tobe encountered during the 
adventure. - 

‘After you have read the book and are familiar with the story, you 
ccan gather your friends and help them create their characters. 
They should have already read Chapter Four on character cre- 
ation, but f they haven't, you can show them how to design their 
Street Fighter characters. The players will also need to fil out 
Combat Cards for their characters and choose a cutout figure to 
represent them on the tabletop map. 

While the players design their characters, you can help them 
formulate their past backgrounds and also develop a reason why 
the characters adventure together 

1 you let the players choose from among the 12 honorable 
World Warriors (M. Bison, Balrog, Vega, and even Sagat are 100 
nasty and dishonorable to be heroic characters), make sure you 
modify the difficulty of "High Stakes,” It takes a lot moro to 
challenge a World Warrior than a beginning Street Fighter. 

It's generally not a good idea to let some players play World 
Warriors while others play beginning characters, If the team ever 
(gets ina fight, the World Warriors will mop up the villains before the 
beginning characters even get started fighting, because the 
World Warriors are so much better (they're the best at what they 
dol), It some players really want o create their own characters and 
others want to play World Warriors, you can either scale down the 
‘powers of the World Warriors or give the new characters more 
freebie points to spend during character creation (see Chapter 


si Bunning A STOR! 


So, the players have their characters, and you've read the book 
‘and assembled the props to play “High Stakes,” Now i's time to 
play the story. Here are some tips on running a good storytelling 
game session. 


Mowe Sure Au of THe Puavers Have Fun. 


Remember that the main reason the players are there is tohave 
fun. Your job as Storyteller i to entertain them. When the players 
have alotof fun during the game, you'lfind that you have more fun 
‘as well. A Storfeller’s entertainment comes from watching the 
players enjoy themselves. 

‘The characters should almost always be the primary elements 
of the story — the central heroes and heroines around which the 
‘events of the story focus. snot much fun ora player tosit through 
‘2 game session wherein most of the excitement and action 
happen to characters the Storyteller controls. Make sure allof your 
stories focus on what the players dacide to do. 


Another aspect of mak 
the story the right amount 
Fighter chi 


much fu 


there isn't any 


games, which are collec: 
tively called the Storyteller Series (including Vampire: the 
Masquerade, Werewolf: the Apocaly| 


villains. Without Mage: the 
the adrenaline rush af actio Ascension, nd he soon-o-be-released Wraith and Change- 
Fighter story Hing). In-al of these storytelin the rules are intended as 


's, We present these rules to you 
est ways we have found to simulate and control game 
that you don't like some rules, that 
group, or that there are no rules 
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that are vasily more powerful than the 
fun. It can 


e excitin 1, However, you may 


n't Work f 


Ingenuity rather than through 9 @ certain situation. In these cases, feel free to change 
from the enemy rather than o h ihe ake up your own rules. The rulesare intended to help 
feet Fighters’ cades of honor may everyone enjoy the game: i's not flegal to break them or modify 


direct challenge). Howeve 


ting beaten up, tricked, 


utely necessary to bend a rule or 


tolose interestintha game. Ith are getting bounced byscme 
them, why should they bather nem to defeat so your story's}plot doesn't get 
So, as the Storyteller, It's important for you to m a i's okay to fOdge some rolls or lower the 


palance bet rt e ie middle of the fight to let the characters win, 
players, There should be enough dang are the player s when you must boost up the power of 
excite them, and to give them a feeling of accomp he ene dale of play when it appears that the 
thoir characters finally su butn uch ctors are having it t00 easy. It to keep this fudging 
the players are constantly frust ise their characters hidden from the p or they'll expect you to save them evary 


an happen in a storytelling gamo, i's 
ible fo give rules for everything, You will inevitably have 
reale rules for some situations as you go along. For 


Invading a secret Shadoloo research lab, and one of the Shadoloo 
scientists sprays acid on a character. As the Storyteller, you are 
{tee to invent rules on the spot for how much damage the acid 
inflicts and whether or not the character's clothing will protect her 
Irom the acid or be dissolved by it. 


Be Desorionve 


During a story, you are the characters’ eyes and ears. Players 
rely on you to tell them what their characters see, hear, sme, 
taste, and touch. A story's drama relies heavily on your ability to 
describe evocative scenes 

For example, you could describe @ scene in the following 
manner: “The elevator doors open and you see the production 
‘area of an old stee! mill. There are lots of machines around, but 
there's nobody here.” Here you've given the players the basics of 
what's around them, but you haven't given the place any atmo- 
‘sphere. Furthermore, by telling them outright that nobody's here, 
you've removed any suspense from the scene. Lets try it again: 

“The elevator hums to a stop, and the doors rattle open to 
‘announce your presence. Outside the elevator there's a cavern- 
‘ous room filled with ancient machinery. The odors ot grease and 
‘ozone hit you, and a stiling wave of heat envolops you. Every- 
Where you look, steam hisses from old pipes, clouding the already 
dimlight, Machinery stil rumbles, and in the distance you see the 
orange-yellow glow of a gigantic, open tumace. You don't see 
anyone through the steam, and the rumbling machinery makes it 
almost impossible to Near. Nonetheless, you do make out 2 
reverberating sound in the distanco — almost like maniacal 
laughter. .out i's probably just another piece of machinery at 
work," 

Now the description creates some atmosphere and maybe a 
fitle suspense, 

The same flair for dramatics is needad when you take the role 
of anon-playor character. Sometimes you'll need to invent minor 
characters on the spot, like cab drivers, or waiters, of tournament 
‘coordinators, Try to give these characters names and memorable 
personalities. Maybe the cab driver is a doom-and-gloom depres- 
sive, or the waiter considers himself 100 good to be serving such 
rulfians as the characters, or the tournament coordinator Is 
greedy scoundral looking for a tast buck however he can get it 

Certainly the vilains of your stories need dramatic personali- 
ties, The players should love to hate the enemies you create, And 
if M, Bison himself ever appears in a story, the tyrant’s visage 
alone, with unholy baletire rippling from his oyes and! flickering in 
his hands, should cause the most experienced World Warrior to 
shudder 


‘Alter you and your players have finished "High Stakes, 
to plan the noxt story. White Wolf will be releasing several more 
sourtcebooks and adventure books (like Secrets of Shadoloo) to 
provide you with more information and more precteated stories 
like "High Stakes" for yauto use. However, you should try creating 
your own Street Fighter siories and chronicle. 

A chronicle is @ whole series of individual stories that all 
interrelate, For example, the Star Trek movie The Wrath of Khan 
might be thought af as one story, and the entire Star Trek series 
of television episodes and movies would then be a chronicle. The 
rmavie is much more enjoyable for those who have familiarized 


themselves with the characters and settings of Star Trek by 
waiching the other movies and TV shows. If you remember the 
villain Khan trom his first television appearance. then his appeat- 
ance in the movie (a later story in the chronicle) is much more 
sramatic. 

Inthe same way, you can creating individual stories, which can 
then combine into huge chronicles that span years of real time 
and advance characters trom beginning Street Fighters to the 
status of World Warriors. Each story ol your chronicle becomes 
more enjoyable than the last because each new story builds upon 
a previous stary 

For example, players will immediately be intrigued when they 
hear that the same villain who barely escaped the characters the 
last time they met s in town for the tournament in the current story. 
Good villains are essential to almost every chronicle. Players will 
{90 out of the way to get another shot at a villain they have grown 
to despise. 

Aso, just as Star Trok fans have grown to love the starship 
Enterprise, the players in your chronicle can grow to love certain 
settings. Maybe there's @ certain training hall in CalifGtnia that the 
‘characters frequently visitto ask advide from the owner, tosee old 
friends, and to catch the latest news about any secrel tourna 
‘ments on the horizon, 

Chronicles should also have plenty of recurring minor charac 
tors, Interpol agents, government officials, team managers, 
teachers, and family relatives are all ood examples of minor 
characters who will gradually gain depth through many brief 
‘encounters throughout a chronicle 


Curonncte Concerts 


When you design your chronicle, it's best tohave aconceptin 
mind. Listed below are the two main chronicle concepts that work 
wolfor Street Fighter games. You may choose one of them or 
design a new concept of your own, 


Acanist SuAvo1oo 


‘The world of Street Fighter can be a dark, fierce, and sad 
world. Many of the world's problems stem from one individual — 
M, Bison, From his secret headquarters on the remote island of 
‘Mriganka, Bison rules a vast empire of corruption called Shadoloo 
There is no type of crime, no terrorist action, no wanton act of 
violent destruction that Shadoloo will not perpetrate. Whatever 
advances Bison's goal of world domination will be undertaken by 
the minions of Shadoloo, 

‘One of the best chronicles in the world of Street Fighter is 
the neverending quest to destroy Shadoloo and bring its power- 
madityrantio justice. Many of the World Warriors themselves have 
had their lives scarred by Shadoloo, and many of them seek 
vengeance. 

Beyond the cold quest for revenge, several other factors may 
bring Street Fighter characters into contict with Shadoloo, Char- 
acters may have been trained as government agents, and while 
no government wil officially send agents to attack Bison, covert 
operations are possible. Infact, international police organizations 
such as Interpol will go to almost any length to curb the global 
crime wave sponsored by Shadoloo. Characters could very well 
be secretly hired to combat Shadoloo by such an organization 

Aso, the characters don't necessarily have to find Shadoloo, 
because Bison's minions may seek them out. Bison loves to find 
capable fighters to join the ranks of Shadoloo, and the characters 
might be approaches to join the foul organization. While no 
honorable fighter would even consider joining, Bison doesn't like 
taking “no” for an answer. Characters who refuse Shadoloo's 
invitation may find their relatives and friends being abducted or 
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A Few Terns to Revenser 


“These terms weFe introduoed in Chapter Three but 3f& 
repeated here for those new to storytelling games. 
“The person or people who play the game. Each 


‘Character: A fictitious person whose goals and person 
alty a player enacts in the game, Also called 3 player 


4 r: Tho player in the game whose role is a bit 
Tamed ci layers he does not play & 


pass > pe Tan 

agins, unit the finale of the story, 

“Chronicle: A series otsstories bound by some thera 

trend, uch 8 “agaist Stacioo, wie iehacactos 
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Spence rete characters S00 el 


terrorized, and themselves subjected to blackmall, Most Street 
Fighters won't stand for such extortion 


Different Street Fighters have different motivations and goals, 
but all share the desire to better themselves in some way. 
Individual fighters may wantto perfect their techniques, learn new 
special powers, or seek more Renown, but all want to better 
themselves and replace Ryu as the Grand Master. 

Chronicles about personal attainment will center on the goals 
the players have for their characters. For example, if Doo Jay's 
{goal Is to gain enough popularity in the Street Fighter circuit to 
become a martial arts movie star, then he will primarily be 
interested in tournaments that involve a lat of showmanship and 
potential Glory. All the while, though, Dee Jay must practice his 
fighting skis if he wants the ultimate glary of becoming the new 
Grand Master. 


Tory fr 
DRY Conicenrs 

Below are dozens of sample story concepts to give you ideas 
for your own. Keep in mind that many of the stories you create can 
‘combine one or more of the story concepts, or use completely 
different ideas. 

Street Fighter stories are not limited to straight-out tourna- 
mentbrawis. Consider the classic professional fighter's dilemma: 
Someone rich, powerful and corupt wants the fighter to throw @ 


fight, and this someone doesn'ttake no for an answer. Ifthe fighter 


takes a dive, she gets alot of money —money she really needs at 
themoment. The paymentfor refusalisa contracton the character's 
head. Honor? Money? Life? What to do? This is but one example 
of how Street Fighter stories can quickly become more com- 
plex than just going to the next tournament and fighting, 

Most of your stories should fitinto the type of chronicle you are 
‘creating, 10 give the chronicle more continuity from story 10 story, 
but don't feel limited, You can always throw in one or two oddball 
stories that don't really fi into your main chronicle. I's good to 
keep the players guessing what's going to happen next. 


REVENGE 

Gordon crashed into the miror behind the bar, shattering it into 
thousand sharp shards. He sid othe flor, olzzy and bleeding. 
Guile leaped the bar and grabbedhim, puling himup by his colar 

“"Wha—? Why? W-w-what dildo you?!" Gordon desperately 
yelled. 

Gulle shook him hard. “Thailand! Five years ago! It was you! | 
never forget a face.” ~ 

Gordon jooked suspiciously at‘his antagonist, “Yeah, | was in 
Thailand. But how'd you know? Who are you?” 

"Guile, Special Forces.” 

Gordon shook his head, stiihanging in the air, held up by Guile, 
“1 don't know you.” 

"How about Charlie? Remember him? Remember what you did 
to him and mein that od fort as the Dictator laughed’? 

Gordon's eyes widened in shock and tear. "You! You're the guy 
that escaped!” 

“Bingo. Try escaping this, 
{hoe fist, roady to strike 

“Wait! No! That was just a job! Hey, you're army — you 
understand. I'm just a merc, man. | just do It for money!" Gordon 
pleaded, struggling to tree himself from Guile’s iron grip. 

“No amount of money's gonna buy back Charlie's fet | hope 
‘you enjoyed that cash, pa, ‘cause i's payday!” Guile swung his 
fist and Gordon screamed, only tobe cutoff as he was knocked 
into the wall and through it. 

Not the noblest of motives, but an understandable one. Some- 
‘one has been wronged, and he or she wants to get even. These 
stories need not be constant fight scenes; more often than not, the 
avenger will need some sort of preparation or help on his mission, 
Revenge may take years to accomplish, As Guile or Chun Li can 
attest, revenge could be the background for an entire chronicle. 

* Some criminal organization has ruined the fortunes or family 
of acharacter, but the group is loo powerful to battle alone. Itholds 
local law enforcement inits pocket — what to do? There could be 
‘spies anywhere, even inside the team itself. Players should be on 
thei guard 

© A well-regarded Street Fighter has ambushed a character or 
her friends, beating them badly, perhaps even maiming them. No 
‘one will believe thatthe fighter would stoop to such dishonor, but 
the character knows what she saw, Does she challenge him 
‘openly and risk making an accusation that she cannot defend? Or 
does she seek a more subtle revenge, exposing his crime in public 
‘oF punishing him behind’closed doors? What if the Street Fighter 
‘wasn't the one behind the treachery? Who was? And why? 

* A powerful figure is humiliated (or at least thinks that he was) 
by one of the characters and proceeds to make life miserable for 
‘the whole team. What will he do, and how? Will the characters 
know who's behind their torment, or will it take some digging to 
uncover the source of their problems? Once they do, will they 
apologize or attack? 


* Guile said as he reared back his 


Espronace 


The Ringmaster climbed into his ofice trailer. The sounds from 
the nearby Big Top drowned out any other noises. He looked 
around to be sure na ane was watching. Everyone else had a job 
to do; the circus was on, and all eyes were directed toward the 
tents. The Ringmaster chuckled to himself and went over to his 
desk. He hitthe hidden button beneath, and the wooden panel sid 
back, revealing sophisticated radio equipment. 

He sat down and tured on the power, and then stopped, 
‘staring at the shadow that fell across the desk. He looked up — 
"You! What are you doing here? Your acrobatics routine is sup- 
posed to go on any minute!” 

The lithe young girl in the skimpy leotard shook her head, 
Isking, her arms crossed. “What, s0 you can make your weekly 
report to M. Bison? | think not.” 

“Who the hell are you? How did you know —?* 

“British Spocial Agency,” Cammy said as she leaped up, 
twirled around and landed a powerful kick onto the radio. Sparks 
flow and metal shrieked as the radio shattered into pieces. 

"You can't do that! teach you to mess with Shadoloo, 
Ringmaster said, rising up and preparing his Chi Blast. 

"No, 1’ sorry, but the circus is over — for you!” Cammy yelled 
as she leaped up and landed on the Ringmaster’s head. 

Many of the great martial-arts adventures and spy thrillers 
revolve around infitrating some organization or place and either 
stealing some important item or bringing the whole place down 
{rom within. Espionage and Revenge scenarios work well to- 
jther, and a traveling fight team makes @ great cover for 
infitation missions. Perhaps the charactors work for an espio~ 
nage agency or were recruited on a “temporary” basis. The 
Storytollor can create all kinds of cool gadgets, death traps and 
world-conquering vilains. Perhaps the target is Shadoloo, or 
‘sorne smaller but still nefarious agency. It could even be a rival 
school or a foreign country 

Infiltration work roquires a certain amount of finesse — dis- 
guise, stealth, planning, tasttalking. Simply smashing into a 
stronghold and trashing the place is a good way to get killed. 
‘Sooner or later, of course, the characters’ cover will probably be 
blown, and the chases and fights begin! 

* The characters learn ot a secret entrance into the Shadoloo 
fortress in Mriganka. 1s this for real, or is ita trap? Even if the 
information is legitimate, the charactors wil stil have to figure out 
some way to get in and got out alive. 

*= The characters discover a piracy or drug-smuggling Fingand 
decide to break it up. Such gangs are best defeated from within. 
‘They also tend to have brutal initiations and require new members 
to commit dishonorable crimes. What will the characters do? 
Refusal wil blow their cover; agreement will stain the character's 
honor and perhaps even worse! What ifthe team members are 
recognized for who they are, either by the gang or by some victim 
of their crimes? Can the characters save theit reputations after 
that kind of discovery? 

'* Some other group has infitrated the characters’ team and is 
{unneling information to the highest bidder. Perhaps the manager 
is secretly in league with someone else and deliberately screws 
the team out of good gigs, decent lodgings orhard-earned profits, 
What will the characters do when they discover this? Trust be- 
trayod is a hard thing to rebuild. 


RECUR copy 


‘The desert sun's unmerciful gaze glared down at captives and 
guards alike, baking them slowly. The two guards, Shadoloo 
thugs, stared at ihe Mexican villagers tied to stakes in the ground. 


“the 


“Do you give up yet? Just sign the papers, take the money and 
leave. That's all there isto it. Why be troublesome, eh?” 

‘One of the villagers replied, “You may kill us, but we wil nat sell 
cour vilage. Our father’s fathers worked the fields, built the village. 
You cannot come and take this from us for money!" 

“Says who, old man?" the guard retorted. “Nobody stands in M. 
Bison's way. Ifhe says he wants legal ownership ofthe village, for 
whatever weird reason, then he gets it? Comprende?” 

The old man stoically looked away. He wondered how much 
longer he and his son could last inthis tortuous heat. He had no 
quaims about dying to save the village, but his son was much 
‘younger, with a life ahead of him. 

“Who the hellis hat?" one of the guards blurted out. He pointed. 
away across the rocky, dusty plain, 

"Looks ike some injun or something,” the other guard re- 
sponded, : 

“Well, he expects to save these two, he'd better think again, 
the first guard said. 

“Hey, where'd he go?" the other guard yelled, 

They both looked frantically around, and then Gne felt the 
shadow blot out the sun. He spun his'gun around — too late, as 
T. Hawk's diving body plowed into him, knocking him to the 
{ground and into unconsciousness. 

Instantly, before the other guard could act, T. Hawk grabbed 
him and slammed his head into the ground. As he crumpled, the 
old man smiled. There is justice in this world after al, he thought. 

‘Saving innocents in danger is not only a good thing to do; itcan 
‘also have a huge impact on # character's Honor and Glory 
Renown. Conversely, standing by while people are harmed can 
‘cause a Street Fighter to confront her own conscience as well a 
the jeers of her public. 

Rescue stories combine well with Espionage, Disaster and 
Romance tales. Targets of a rescue mission can include trapped 
bystanders, loved ones or lost teammates. What if Gulle's buddy 
Charlie weren't really dead? Guile would move heaven and earth 
to free him! 

Recovery of some object can also be considered a sort of 
rescue, What if M. Bison got his hands on an experimental nerve 
toxin or the plans to some new fusion reactor that could change 
the world's energy needs? The characters may be the only people 
‘standing between freedom and continued oppression by Shadoloo. 

* While in town fora tournament, the team hears of amine cave- 
inthattraps severallocal workers. Willthe characters risk fortelting 
the tournament to save a bunch of nobodies, or wiley ignore the 
plight of innocent workers for thoir own selfish needs? Perils 
inherent to this kind of rescue include falling rocks, burial alive or 
‘mounting hopelessness and fatigue as the miners’ oxygen inexo> 
rably dwindles. Further complications can arise if the characters 
investigate the cavo-in; who caused it? Was it an accident or 
‘sabotage? Ifthe cave-in was deliberate, who did itand why? This 
story idea can tie in nicely with Espionage or Revenge tales. 

‘A characters friend or loved one is captured and held for 
ransom, perhaps against the Street Fighter's victory in & coming 
‘competition, perhaps as part of an old grudge. No one knows 
where the kidnappers have gone, or even ifthe loved one is stil 
alive. This type of adventure can incorporate Espionage or Mys- 
{ery elements as the characters strive tofind the captive beforeit’s 
too late. Even assuming that they free their loved one, there's stil 
the matter of escape. Getting in is frequently easier than getting 
out again... 

‘= The characters have painstakingly unearthed an artifact of 
{great value, only i haveiit stolen by some rival group or collector. 
Perhaps the item has some great significance to the martial arts 
— a scroll detailing a lost fighting style or a lost meditation 
technique. Think of what M. Bison would doto get hold of such an 
item... Getting the item back may be more dificult than finding the 


blasted thing in the first place! This kind of story goes well with 
Exploration — just look at the last halt of Raiders of the Lost Ark. 
Disaster 

“Run for your lives!” the foreman screamed to the workers as 
they desperately scrambled back. Hat, liquid iron spewed in 
,gouts from the giant smeiter. splashing uo molten spray as it hit 
the floor. The crack in the pol grew bigger, and the pot suddenly 
burst, sending a flood of liquid metal —hotter than the fires of ell 
— toward the fleeing workers, 

‘Amassive clanging sound suddenly reverberated fromnearby, 
sta giant hammer were pounding continuously on the wails. The 
foreman was contused but didn't have time to think about the 
distraction. His workers were about to be killed — damn the 
central committee and its funding cuts! This unsafe factory had 
‘nally broken down and now they would pay the cost — the 
workers, the cornman people. Who could save them now? 

Then the wall came down. The foreman stared in awe as an 
entire wall separated from its foundation, crashing between the 

workers and the flood of hot metal. It acted as.a dike, stopping the 
dangerous flow and allowing the workers the extra time they 
needed to escape. A cheer rose up among them, and the foreman 
looked over toward the gaping space where the wall used to be. 

‘A massive man stood there, rubbing his hands together as if 
knocking off dust. The workers all began to chant, a name known 
to many Pusslans: “Zangiet! Zangief! Zanglot..." 

When the earth quakes, when the train derails or the tower 
topples or the snows seal the doorways shut, when disaster 
happens, the true hero finds his calling, Like Rescues, above, 
disaster intervention allows a Street Fightor to put hor skis to 
higher use than beating people into the ground. Perhaps the 
character is directly involved in the mishap, or even causes it 
directly and must make amends. Or maybe somo unscrupulous 
fighter triggers a disaster to distract the characters while she 
makes her getaway or frames a third party, In any case, the 
Disaster story gives characters a chance to improve their stand- 
ing in the eyes of thelr public and their peers. Such tasks can earn 
warrior great honior — or get him killed 

Thiss kind of story takes fighters beyond the ring and into the 
realm of high drama. Disaster stories feature dangerous traps — 
falling debris, explosions, rising flood waters, etc: — and high 
levels of suspense. The clock is always ticking during a disaster; 
the players should be aware thal every second counts! 

* A fighter siages a disaster in order to make himself iook good. 
Do the players catch on? If so, how, and what do they do about i? 
Many fans will not believe that their tavorite fighter could do such 
a thing, and may be really upset if some rival tries to tell them 
otherwise. 

* The team awakens to heavy clouds of smoke and shrieking 
people, The hotel is ablaze. and nelther the alarms nor the 
‘emergency fro hoses are working! Not only must the characters 
‘escape, they must help the other patrons trapped by the fire, This 
story becomes even more challenging ifthe hotel is @ high-tise or 
areal fiea-bag loaded with criminal activity. Who started the fre, 
and why didn't the alarms work? Was it insurance-motivated 
arson, vengeance, or an attempt to stop the characters’ team at 


any cost? 
baystert 


Rollins scratched his head and sighed. Thirty yearson the force 
‘and they ump me aside for this, a girl not even out of her teens. 
What could she discover that he hadn't already? He shook his 
head and spoke up. "Well, Miss? Found anything?” 


“Yes, many things. Lots of good clues," she said, nat even 
Jooking at himas she combed the study, searching for leads to the 
murder. 

“Oh? Care to share them with me?" Rollins said. 

Chun Li turned toward him, jooking embarrassed. “Oh, I'm 
sorry, detective. | sometimes get so involved that | forget my 
manners. Forgive me." 

“Uh, sure. Just tell me the clues,” Rollins said, somewhat 
embarrassed himself. At least she tried to be polite. 

“The killer was a ninja assassin, trained in Spain. He came 
through the front door, invited in, from the looks ofit, by the victim. 
‘He killed the man with a slow-acting poison, hidden in a drink. He 
then stole some papers that were hidden in this secret safe.” As 
‘she said this last bit, she removed a book from the shelf, triggering 
@ lock in the wail. A hidden door swung open. 

Rollins’ mouth dropped. “How in the... How did you figure this? 
There's nothing in here to say that at all —" 

“But theres, detective. There isa man named Vega who trains 
‘assassins in his home country of Spain. They are all taught to 
ress well and tofitinto high society. The victim hati written a book 
about them and was preparing to éxpose them. suspect the killer 
will be a man who has been close to the victim for some time now, 
preparing for the kill over @ number of months. As for the safe, 1 
took @ lucky guess...” 

‘Solving a mystery takes patience, subtlety and clear thinking, 
There's a challenge for Street Fighters! The subject of the mystery 
should be something very important to the characters, perhaps 
‘something that others will also want to discover! This subject 
could be a missing person, a lost city, a murder weapon or stolen 
trophy. A good mystery will have a cast of interesting Storyteller 
characters, high stakes, and a few scattered clues for the charac 
tors to find (hopetuily before the other interested parties do!) 

Mysteries can be infuriating, intriguing and amusing. Imagine 
Blanka trying to decipher the clues to a lost family heirloom in an 
‘uppor crust Mississippi mansion, or Guile following the paper tral 
thatleads tothe officer who betrayed Charlie andhim to Shadoloo, 
Each mystery should have a solution that the players can guess 
with enough information. There should also be numerous false 
leads and several people who want to solve the puzzle before the 
characters do (and/or who might do anything to prevent the 
characters from discovering the truth!). Mysteries make a nice 
change of pace from combat or other heroics, and can test skills 
that Street Fighters only rarely exercise. They combine well with 
Rescues, Espionage and Horror, and can tie in really well with 
Disasters (above). 

'* One of the fighters at @ large tournament winds up dead the 
night before the fights are scheduled to begin. There are nomarks 
‘on the body. Whodunit? Howdunnit? Whydunnit? One of the 
characters finds a clue, a clue that several interested parties 
would like to see suppressed — or revealed. It's hard to know 
whom to trust when everyone's a suspect. 

' The team manager is acting strangely, as is one character's 
‘Sensei. What's going on? Is there some rational explanation for 
this, or are they plotting against the rest ofthe team? This can get 
‘even more complicated with the help of a wiling player, whose 
character also starts acting furtive, The players will go nuts trying 
to figure out what's going on, especially when some shadowy 
stranger starts hanging around. Is it a set-up or just a game to 
catch another, hidden infiltrator? 


Exo.ce¢noy 


‘Professor Daring pulled himself up the rest of the way, grasping 
at thin vines and grass. He huffed and pufted, out of breath after 
the toughest cim® of his career. But he was finally here, an the 


“highest plateau in South America. He had done what no other 
‘explorer before him had — he was at the summit! 

He reeled just thinking of it: the first man from civilization ever 
{to reach this lost plateau. ‘Think of the wonders never before 
witnessed,’ he thought, ‘The discoveries awaiting me!” Wait — 
What was that? There — up ahead. A movement in the jungle — 
4 figure making its way towardt him. 

‘Good God,’ Daring thought. I'm the frst io discover whatever 
strange life dwells up here, untouched by the rest of the world for 
‘centuries! What could it be? i's bipedal, allright — even anthro- 
pomorphic — perhaps the missing link!" He turned around and 
helped his small entourage of native guides climb up behind him. 
Perhaps their language, although separated for eons, still re- 
tained enough similanties to permit communication, 

He luned back to the approaching figure, and his eyes 
widened in shock. it was a man of sorts, yet more beast perhaps. 
Green skin and red hair — what species of boing was this? An 
australopithecine offshoot? A gigantopithecus? 

Suddenly, the natives began yelling a name: “Blanka! Blanka!” 
‘The creature stopped, looked at them, and smiled. Daring coulan't 
believe it. Was this the name of a focal deity that they were now 
attributing to this missing link? 

"Who Is this?” Daring asked his guide. 

Tho guide turned to him, smiling. “It's Blankal The best Street 
Fighter in South America...” 

The search for lost cities and fabulous treasures can be the 
focus of a whole Street Fighter sunchronicis, Perhaps the 
charactors’ special skils make them good recruits fora traveling 
{reasure-hunterorthrllsieeker, or perhaps the characters love the 
thrill of exploration themselves. Maybe circumstances, like a 
plane crash or a marooning, leave the characters litle choice but 
to soarch for escape — anywhere they can find it. 

‘An Exploration story gives the Storyteller a chance to create 
fabulous locations — haunted ruin, a rich shipwrecked vessel, a 
mystic mountain retreat, a lost civilization in the Amazon Jungle. 
Thoro aro many uncharted reaches in the Street Fighter world, 
and plenty of chances to discover That Which Is Nat Yet Known, 
Odd treasures, deadly traps, exotic locales and fascinating lost 
tribes or hidden cults tempt the intrepid Street Fighter to explore 
the outer reaches of the world. 

Exploration need not be intentional. Stranding the characters 
ona desert island orin a hidden valley isa good place tostart. But 
your players may quickly acquire ataste for going where no Street 
Fighter has gone before. Let them. Exploration stories combine 
well with dilemmas, Rescue, Revenge and Romance, Any genre 
idea can be made more interesting with an exotic setting and an 
alr of timoloss mystery 

= One team sponsor is a long-time treasure-hunter who now 
wants the characters to join a dangerous Caribbean expedition in 
search of ahuge pirate treasure. The only complication isa deadly 
rival, who wants the treasure to hersetf and will do anything to get 
it. Who will find the treasure first? And who can keep it longest? 

‘+ Anew warrior appears onthe scene, She'sstrange andexotic 
—noone knows quite what tomake ot her —and her fighting style 
is pretty unique. A lot of people would do anything to find out 
where she came from... and the characters happen to be around 
when someone tries to find out the hard way. When the kidnapping 
attempt fails, the warrior runs for it: Perhaps she hires the charac- 
ters tohelp gethome safely; maybe they just follow out of curiosity, 
honor or even attraction, 

The new warrior’s homeland is bizarre, a lost valley where the 
natives stil practice an ancient fighting art designed to protect 
them from a rival tribe. How do the player characters enter the 
valley? Once there, haw do they leave? More to the point, will they 
be allowed to? Perhaps the would-be kidnappers have followed 
the characters; what might happen when the two groups meet 


again? This kind of story goes well with Rescue and Romance 
tales; i'salso2 perfectadventureforfansof Edgar Rice Buroughs, 
H. Rider Haggard, or other “lost world” pulp writers. 


FINISHING ToucHes 


‘Once you have a story concept in mind, go ahead and flesh it 
outinto the outline ofa plot. Try towork out the basics n your mind, 
‘or even write them down on paper. Take a close look at your plot; 
seeif there are areas where you can add more suspense, or Coo! 
‘seitings, or unexpected plot twists, or more opportunities for the 
charactors’ decisions to change the outcome of the adventure, 

This last partis the most important — don't create a plot that 
‘can have only one ending. The purpose of a storytelling game is 
to create the story as you play. As the Storyteller, you only need 
‘an outline of what you think mighthappen during game play, Don't 
trap your players into @ pre-made plot that will end the same way 
nomatter whal the characters do, Besides, the players are bound 
tormiss clues that you thought would be obvious or quickly solve 
some mysteries before you thought they would. Your plot will 
Inevitably change depending on whabthe players decide to do, 

Alter you have a plotline in mind, go ahead and create the 
characters you'lineed tor the story. Jot down some notes desorib- 
ing the settings you think the characters will visit during the 
‘adventure, such as a tournament's fighting grounds or the layout 
‘ofa Shadoloo stronghold. You should compile enough notes tobe 
‘comfortably prepared torun the story in frontol the players, Some: 
Storytellers make lots of notes and maps before running an 
‘adventure; others make only brief notes and create many of the 
etalls during the actual running of the adventure. Find what 
works best for you 

The process can be summarized as follows: 

= Plots Choose one of the story concepts given abave or make 
your own. 

*# Setting: The plot should help determine just where the story 
will take place. Does it take place in a single place, or do the 
characters travel to other locations over the course of the story? 

+ Atmosphere: You should determine the atmosphere you 
want for your story, Atmosphere can also be described as mood, 
The plot and setting help you formulate this: you don't wanta dark, 
brooding atmosphere for a Romance story set in the Bahamas, 
bbut such an atmosphere would befit a Mystery set on the misty 
moors of Scotland. 

+ Break the Story into Scenes: Onico you decide all he 
above, you can thon lay out your slory into scenes, the order in 
which you want events to proceed. Look at “High Stakes" for an 
‘example. When characters leave ane area to go to another, such 
‘as leaving the wharves to go to the villain’s underground lair, the 
‘scone changes. The passage of time can also change a scene, 
Don't get fixated on scenes, though; they are mainly a method to 
‘enhance the storytelling. They are moments of releasing tension 
or building suspense. Nexttime youread a book or watch a movie, 
try to figure out when the scene changes, Note how the author or 
screenwriter used a transition of time or place to enhance the 


story 
Now you're prepared to run your own story, Good luck, Re- 
member: the goals are to entertain and challenge the players, 
Finally, when you finish your story, try to decide which elements: 
of the story you want to keep in your chronicle, and Keep your 
notes on those villains, characters or settings you might want to 
use again 


High Stakes" is a story intended for beginning Storytellers 
and players, Everything needed torun the stary s providedhere, 
Simply read through it and gather your players to run it 


Prot Ourune 


Mr, Lee, I've come to speak to you about a tournament of 
martial arts, 


— Enter the Dragon 

This story is meant as an Introduction to Street Fighter 
stories. Uniike mast stories you will run, itis very structured, with 
lle room for actions othar than thase provided for here. Once 
you become familiar with Street Fighter, feel free to add a lot 
more flexiblty to your stories 

The main event in this story is the tournament, the player 
character team's first big fight. The other events in the story are 
sidelines to this tournament and are meant to introduce the 
charactors to Shadoloo's criminal operations, None ofthe crime: 
fighting events should detract fromthe main event. ifthe Storyteller 
preters, he can restructure the story to emphasize the crime- 
fighting events and make the tournament the sideline. 

The toxt below outlines the plot and provides a quick look at 
the main Storytaller characters involvediin the adventure (Balrog 
and his manager Mr. Ray). Scene-by-scene details of the adve 
ture follow the outline. 

Scene One: A tournament is being held in Las Vegas. on 
Balrog's stage. A lot of young Street Fighters will be there, a8 
Balrog has invited all classes and divisions to try for the glory 
However, Balrog himset will only fight one of the World Warriors 

- any of them accept the challenge. Rumors state that he has 
called this light to draw one of them out and anger him or her 
Nobody knows the motive, but all suspect M. Bison's hand in 
this. Inany event, this will provide a goad chance for new fighters 


to watch the champions in action and perhaps pick up a few 
pointers. 

Butthey aren'tjust thereto watch —they'llfight also. Other up- 
and-coming hotshots are ready to test themselves here, Are the 
new fighters up to the challenge? They'll find out soon enough, 

The team arrives in Las Vegas a day ahead of time, The 
acters have a chance to hit the town and have some fun 
before the fight, (Don't worry — time for practice has been set 
aside during the day of the fight. Besides, the team has been 
practicing all week.) 

As thay see the sights, they have a chance to mect some of 
the other fighters who have gathered for the tournament — 
including Guile, who has accepted Balrog's challenge. 

Scene Two: As the team relaxes at a local casino, they 


witness a bunch of thugs chasing a rather weasoly-looking 
fellow, The litle quy looks scared, like he's running for his life. He 
ss actually an accountant employed by Balrog’s manager, Mr 


Ray. Mr. Ray has connections with Shadoloo, and the acct 
tant decided not to be a part of it anymore. However, Mr. Ray's 
thugs found out his Intentions (tapping his phone call to the 
authorities) and are after him — to silence him, 

Do the characters involve themselves? If not, Mr. Ray will get 
away and Shadoloo will got richer. If they do get involved, they 
thugs from kidnapping the accountant, Time for a 


{tthe team helps the Weasel — yes, that's his nickname — he 
explains about Mr, Ray's embezzling and to whom (Bison) the 
money is really going. The problem is that the thugs chased him 
from Ray's offices before he could get any evidence to verity his 
Claim. His testimony is useless to the authorities without it. The 
Weasel asks the team to help him get into the offices to retrieve 
the papers. 

‘Scene Three: Ths tea” has to get inside the hotel, sneak 
past the security and get upstairs into the offices. From there, 
ney have to get back out again. The problem is this: Balrog’s 
young protégé, Samson Jr.;has a gym on the same floor as the 
office in question. One of the tearm may have totake himon. ifone 
does and wins, Samson Jr. will let the team leave the building 
with the papers. 

‘Scene Four: |t is the nex! night and time for the tournament. 

the team got the papers, the Weasel is already singing to the 
cops. Mr. Ray is arrested. However, Balrog is not happy about 
and scowis at the team 


{As the tournament begins, each character is pitted against 
an opponent — good luck! After the team members have had 
their fights, Balrog and Guile go at it one-on-one. 

Scene Five: This is the wrap-up. The team wins or loses, 
and reaps the rewards or hard knocks for their actions in the 
story. Information is given on how the various plotlines intro 
duced here can be extrapolated for use in a chronicle. 


ArHOspHERE 


Street Fighter is 2 game with jots of atmosphere. In tact, 
the atmosphere — the mood and feeling portrayed in the story 
—Is responsible for the logic of the story and plot. People act 
the way they do because of what they are: thugs always attack 
characters in (seemingly) unfairnumbers, gangstersand gunseis 
shoot first and ask questions later, master villains brag before 
they leave the characters to ie in a well-devised (but often not- 
foolproof) death trap. 

The mood of Street Fighter has a lot io do wilh the genre. 
Stories can be told differently depending on what kind of genre 
you are running: Is it world-spanning espionage, or crime- 
fighting pulp? 

“High Stakes" is @ story about gangsters and organized 
crime in the gambling dens of Las Vegas. Its about the seedy 
underworld hidden beneath the glitter and gala ofthe city. While 
that lounge singer bolts out a few of your favorite (or most 
loathed) tunes, those two creeps inthe comer are up tono good, 
But what can you do — those creeps own the joint! In the Las 
Vegas of Street Fighter, money goes hand-in-hand with 
crime 

Remember old-style gangster movies like The Untouchables 
ot Dick Tracy? Or James Cagney and Edgar G. Robinson fms, 
where the G-Men go up against the mob? Or better yet, any 
Bruce Lee or kung tumovie where the hero takes on the Chinese 
tongs or Japanese Yakuza? These fims are the inspiration for 
“High Stakes." Rent a few on video and watch them before 
running this story; they'l help you convey the proper ambience, 


Ls Veaas 


Lights, magic, money! Ths things are what most poople think 
Vegas is all about. This brilliantly it town never goes to bed — 
‘not when there's money to be made at the craps table or the slot 
machines. The bars and casinos of Las Vegas’ most famous 
area, the Strip, beckon visitors toward the time of their lives. 
Leave the dull, everyday world of responsibility behind and step 
inside a fantasy come true — who knows, a few bucks down 
might win you a thousand. At least, that’s the myth the casinos 
want to perpetuate 

Gambling isnt the only attraction in Las Vegas, however 
stars come from all over to give shows. Thousands flock fo see 
such luminaries as Tom Jones, Robert Goulet, and even Bar- 
bara Streisand, giving her first performance in over 20 years. 
This city housed Elvis Presiey for atime, and still maintains some 
of his saintliness in the eyes of millions. 

Also in Vegas can be found many oddball attractions, such 
a Circus Circus, an indoor tent circus with trapeze and animal 
acts — in Vegas, the circus is always in town. Numerous 
conventions are held in Vegas every weekend, from the Com- 
puter Electronics Show to the Horror Writers of America’s annual 
convention, Hotels are always busy, but there are always 
‘enough rooms to go around. 

Beneath all this glamour, however. is a shadowy underworld. 
The Las Vegas we know, the castle of casinos, was practically 


founded by @ gangster named Bugsy (not that one called him 
that tos face). Organized crime has hada foothold ever sinc 
And there is a new player of late in the game, a new boss who 
demandshis cutof the money —M. Bison, overlord of Shadoloo, 
the world's most dangerous criminal organization. M. Bison 
‘employs Balrog as hired muscle, In so doing, Bison has made 
many seedy deals with Balrog's manager, a man named Mr 
Ray. Now Mr. Ray sends money to Shadoloo, helping to fund 
criminal activities throughout the world 


‘TRANSPORTATION 


Characters can get around Vegas by bus or taxicab, Buses 
can be caught at all hours, although the interval between buses 
varies depending on the time of day. Cost is only $1.15, and 
‘multi-use tickets can be bought to save money. Taxis roam the 
streets at all times, and it should be no trouble flagging one 
down. One or two usually Wait at every hotel; some casinos even 
havettaxi stands. The basic rate is $1.20 forthe first 1/7 of amile, 
and 20¢ every 1/7th thereatter. A tip of 15 to 20 percent Is 
‘expected: if not given, you might get a few cholte words from 


GETING Tere 


This story assumes that the characters have a Manager toset 
Lup their participation in the fight. this is nol the case, one of the 
characters must handle the logistics of getting a hotel room and 
gathering enough money for cabs, food, etc. The Storytoler is 
‘on his own for running this, but Las Vegas guidebooks give a 
{900d listing of various prices, along with hotels and room costs. 


Baron's Aeeny 


The tournament fights scheduled to occur at Balrog's arena, 
In addition to the tournament fight, Scene Two also involves a 
fight at the arena site, A hex map of Balrog’s stage has been 
provided with the book; simply detach it from the rulebook and 
Use it whenever action occurs in Balrag’s arena. 

The arenais located on aside street off the main Strip, During 
alournament, the street is closed off except for privileged traffic 
(limousines). A purple carpet is laid out on the street, in front of 
‘a brightly lit casino that sponsors Balrog's tournament. 

Before a tournament fight (which always take place at night), 
people begin 1o gather: entertainers, dancing girls and magl- 
cians, The dancing girls get prettier every fight; Balrog's 
successes attract the best to him. Just before a tournament 
begins, Balrog’s entourage arrives in two limousines, coming 
from different directions on the street. They both pull in facing 
each other, at an angie to the carpet (the fighting mat). Balrog's 
‘manager and aides get out of one car, and then Balrog climbs 
from the other, followed by his favorite dancing girls (invited to 
ride with him from his last fight). The crowd, barely able to 
contain itself, breaks out in cheers. Furious betting begins, all 
foreseen by the casino. 

Personal bets, those not sanctioned by the casino, are not 
appreciated. Anyone caught betting this way will be thrown out 
(after perhaps having a limb or two broken for good measure) 
Casino employees roam the crowd taking bets and setting the 
odds. A board listing the odds can be found in the foyer of the 
casino. 

Whenever a fighter wins 2 fight, money flies, raining onto the 
street as the exultant betters shower a share of their winnings: 
‘onto the fighter. He can choose to Keep or leave the money. 
Most Managers will collect the money, but sometimes a fighter 


refuses it for certain reasons. 
gathers it, holding it as credit for the figh 
want it (the owners want winning figh 


The Carpet: Included wit 
fighting strip. The carpet 
purple; Balrog fights better 
better. This map Is meant to be us 
(One-on-one fights: Combatants begin at 
the carpet, walking along the "Las Vegas 
Multiple-combatant fights: Combatants 
the four comers of the carpet. Any extra fit 
side (elther facing the "Las Vegas” logo or facing above it) 


BALROG 

Balrog is one of the fiercest fighters in the w 
World Warrior Champions. He used to be a top-ranked heavy 
weight boxer. but lost his title after He 
tumed to Street Fighting to build a new reputation. His alreadh 
impres ting skills only improved as he won fight 2 
fight 

Balrog seeks lame a 


tobe blu 
purple, and it hides spilled bloo 
a battle map, 


opposite si 


fivided am 


a contraversial kno 


\d wealth. He fights for the glory and the 


adoration of his fans. He had all this as a boxer ang wants it 
again as a Street Fighter, Indeed, he's well o 
becoming a household name in the U.S.A. His rags-t 


story appeals to something in the American character, M: 
kids idolize him and want to be like him, working away at the 
bags In gyms all across the country 

nat most people don't know is that Balrog is 
organized crime, He has hired himsoif out as 
Bison, and his manager works tor Shadoloo. Bal 
because he wants tonake money and doesn't care 


la he's not fully aware D's vast 
'toare loss anyway. A 


s got what he wants, 


He. Rav, Bavzoc's Manngee 


Mr. Ray has been with Balrog for years, managing h 
heavyweight fights. He is as perplexed as Balrog about the 
mysterious circumstances of Balrog’s heavyweight loss ( 
though he suspects M. Bison set it up in an effort to 
Balrog into his organization). 

Mr. Ray, even though he and Balroy 
ments, has stayed Balroo’s manag 2 
Balrog a lot of money. Few people know the fight busine 
Mr. Ray does, While other managers kn 
the scare 


f Shad 


have had their argu- 


w the score, Mr, Ray i 


Since Balrog began freelancing for M. Bison, however, Mr. 
Ray has found a new way to make money it. He is 
Investing in Shadoloo. By fronting M. Bison money, he go 
return on every corrupt dollar Shadoloo makes. Balrog 
of this, but it doesn't concern him — so long 
cheating him outof his money, And he knows Mr 
enough to do that. Right? 

The prablem Is, Balrag is wrong, Mr. Ray has finally suc 
cumbedto the lure of the big bucks hehas handled so 
He is not telling Balrog about all his deals and is ke 
portion of the profits for himsolt. If Bal 
Mr. Pay's days as a manager would be over and he would have 
allot of time to think about a new career — while he reco 
the intensive-care unit of the local hospital. Not sur 
Ray will do anything to keep Balrog from dis 
cheating, 


Scene ONE 


The team's Manager gathers the team and 
\comning tournament in Las Vet 
will be the team’s big chance, its first shot at proving itself to the 
Street Fighter world. He hes alteady made hotel and flight 
reservations, and wants the characters to practice all they can 
before heading out (in two weeks) 

The team arrives the day before the tournament, which 
be held the next night on the glittering Vegas Strip. The ch 
ters check into their hotel in the afternoon and get their things 
seltled. The hotel is called the Diamond, a rather cheap (by 
Vegas standards) hotel (hey, your Manager Is try 
some money! Don't complaint). 

The Manager recommends that the team 
unwind a little, saying that tension won't do the team any good 
tomorrow night. Besides, the Diamond ¢ have a gym or 
workout room, so thereis no place to exercise (the ro jo 
small for sparring), 

The Manager hails a taxi (or two it 
characters off down the Strip, yelling, 
they drive off 

The characters can go anywhere they want. A guidebook ot 
Las Vogas can help the Storyteller run this portion of 
adventure, or she may simply want to make up some sites for the 
team to visit. Remember, Las Vegas is designed as a tourist 
Town, and an especially glamorous one. Its tastes run from the 
conventional to the bizarre, tacky, It 
time taking a bunch of fighters through this strange town 


josave you 


ary) and sends the 
lave a good time!” as 


ould be a fu 


and itis al 


Fach player 
has if she intends to gamb! 
ters almost anywhere they go, st 


hould tell you how much money her c 
House odds are agains 


they may need some skill to 


win. When gambling at anything besides a slot machine, play. 

+ Insight to tty to beat the house (difficulty 
16 game and the odds; generally from 8 toas high 
pption + Subterfuge roll may allow a char 
tricks of other gamblers or the hous 
However, this part of the story is only a sideline, so don't get too 
arbitration; just make things up to keep the 


fighters who hat (0 town for the tournament; most 
mare also outon the town, unwinding before the fight. Use 
fighters listed at the end of this story. Some of them 

nge a character to. fight on 

id this; they will need their 
should be quickly 

The interrupted 
Weill finish this 


fe short tempers and may chall 
the spot. The characters should av 
ergy for the following scenes. Any figh 
up by the casino/bar/hotel employees, 
fighter will surely leave with a final word: 


is is the perfect chance to introduce the characters 
the World Warrior challenger who Is here do fight Balrog, 
the ler introduces bim is his choice, but some 


possibi 


* He's relaxing at a bar when a fight starts. He breaks it up, 
perhaps asking the characters to give him a hand (nol that he 
3 trying to take it easy), 


* He's abe in big at a casino when @ fan runs up and 
distracts him, causing him to ruin his throw. The characters get 
to see Guile's angry side. What if the characters are the cause 
of the distraction 


He's pr neuvers and gathering quite 
a crowd in the process, This may give the characters a chance 
toleam some pointers from Guile himself; he's in a friendly mood 


Alter talking to the characters for a while, Guile will excuse 
himself and leave, claiming to have an appointment with some 


SCENE Two 


The team arrives at the casino next to Balrog’s stage (either 
the taxicab drove them here, or another fighter recommended 
that the characters check out the stage before they fight). The 
slage ouside is being prepared; casino employees are clean- 
ing the carpet and checking the lights. Normally, this would be 
done during the day, when casinogoers aren't around, but 
Balrog is so popular that people come to watch the stage get 
prepared; anticipation sparks conversation about the odds or 
arguments about the fighters. 

The characters have a chance to play some games inside the 
casino. During a game, the team cannot fall to notice a weasely- 
looking, suit;clad man running down the aisle between the 
tables, He is panting hard, out of breath, and looking over his 
shoulder in obvious fear. Chasing him are a number of men in 
dark suits. They are large and look like bouncers. (Tho exact 
‘number of these men should match the number of players.) 

The weasoly guy trips and falls at the table next to the 
characters and looks up at them. He recognizes them (he has 
been paying altention to the odds chart) and begs them to help 
him, He says that the guys in dark suits are trying to kil him. 

It they help him, the dark-suited guys will wait unti the team 
leaves the casino, walking behind them menacingly as the team 
escorts the panicking man out the doors, They will attack 
immediately when everyone Is outside, The employees clean- 
ing the stago will scatter as combat ensues on the unlit stage, 
Use the Traits givenat the end of this story for Mr. Ray's thugs. 
se the hex map of Balrog’s stage to conduct the fight in tront 
of the casino, The thugs will fight until they are knocked out 

People gather to watch the fight, but they are confused by it, 
wondering why it wasnt on the schedule. No one will call the 
police, however; everyone figures it's part of the casino's 
entertainment 

I the team wins the fight, the weasely guy thanks them and 
begs them forfurther aid. He halls taxiand takes them toalocal 
diner where they can talk Ifthe team loses the fight, the thugs 
escort the weasoly guy back inside, warning the characters to 
mind their own business. 

Ifthe team chase not to help the fellow in trouble, the dark- 
Suited guys take him away as he whimpors in fear. Goto Scene 
Four, the fight. The characters have just missed a large part of 
the adventure. This is the penalty for not helping those in need, 
However, the Storyteller can stil ry to get them involved. One 
method is to have them discover the thugs beating up the 
weasely manin analley as they leave the casino. they still don't 
help out, they will never see the weasely guy again and they will 
never discover Mr. Ray's ties to Shadoloo. 


Tue Werset 


It turns out that the weasaly guy's nickname is, in fact, “The 
Weasel.” His real name is Arthur Parkington. He is an accoun- 
tant working for Mr. Ray. When the team gets to the diner, he 
orders a coffee and explains his situation. 

The Weasel recently discovered that his employer, Mr. Ray, 
Balrog's manager, is involved in some very seedy and perhaps 
criminal activity. Upon deeper investigation, he uncovered the 
ccannections to Shadoloo. He didn't know what Shadoloo was, 
bbut soon found out more than he cared toknow. He realized that 


he was involved in something way outof his league. The Weasel 
ishonest to the characters who just saved him, telling them that 
hehas no qualms about being involved ina ew dishonest deals; 
in fact, he is somewnat proficient at formulating paper trails to 
conceal such deals rom authorities. Shadoloo, however, scared 
him. He knew that he could be in real trouble if he ever screwed 
Up the records. He decided to cut his losses and contact the 
authorities; he would give them evidence on Mr. Ray's criminal 
activities in return for immunity from prosecution himself 

However, he hadn't realized that his phone call was bugged, 
He called the F.B.|. but was cut off before he could reveal any 
real information — Ray's thugs disconnected the line and came 
after him. He ran, and stumbled into the team, 

He has no choice now but to goto the authorities; they are the 
only ones who can protect him, The problem is that he's got no 
proof. The proofis in Mr, Ray's office at the Palace Hotel. He had 
planned on getting it after he made the phone call, but now 
Ray's goons will assuredly be guarding the office. He needs 
help breaking in and getting some key files that can put Mr, Ray 
in jail and give Interpol a good lead on some of Shadoloo's 
‘operations, Will the team help him? + 

not, The Weasel thanks them and says he will try it himself 
He will fail, though (the odds are stacked against him), and Mr. 
Ray will get away with his crimes, and Shadoloo will only got 
more powerful. Go to Scene Four, the fight. If they do help him, 
0 to Scene Three. 


Scene THREE 


The team must reach the offices and steal the files. The 
Weasel tells them exactly whore the files are and which ones to 
take: the ones marked "Octopus, * The Weasel will subsequently 
meet the characters at their hotel. 

A hex map of the hotel offices is provided for running the 
‘operation. The offices are located on the fifth oor of the Palace 
Hotel (there are 10 tloors total), The fith floor can be reached by 
either a special staircase or the elevator. However, both require 
‘a special key, Keys can be found on the following people or in 
the following locations: 

‘+ The thugs have keys. They can be found roaming the hotel 
‘on various floors, especially the lobby. 

‘* The room-service staff has keys. They can be found in the 
halls, delivering room service, or in the hotel kitchen. 

* There is a spare in the hotel otfice, on the key rack behind 
the manager's door. 

To get any of these keys may require a roll of Stealth + elther 
Dexterity or Wits (depending on whether the character is trying 
to slip past someone without drawing attention to himself or 
whether he is trying to move quietly) 

Another option for getting tothe fifth floor is climbing the walls 
outside. This will require the characters to get to the roof and 
rappel down five floors. Only one side of the building is good for 
this; the other sides are brightly lit by the lights from the Strip, 
while the rear is too dark. Characters who try this option must 
make Dexterity + Athletics rolls (difficulty 6). All the windows on 
the fifth floor are unlocked, but Dexterity + Stealth rolls (dificulty 
7) are required to open them and slip in quietly. See the map, 
below, for details on which windows lead where. 

A final option isto hack into the hotel's computer system and 
register onesell as a “quest” of Mr. Ray. The hotel will gladly 
provide a key tothe fifth floor, as long as the character can prove 
she is the person listed on the computer as a “guest.” This. 
process requires a rollof intelligence + Computer (difficulty 7), 
The character must have access to a computer with a modem 


er interesting file labeled 
information on this file.) 


and must knaw the phone numb 
are gained, the hacker 
security monitors 
lerted to the chara 


1 contains {wo couches, @ round table with three 
compk coffee maker, A thug 
of the couches. He will awaken when 
‘a successful Stealth 


intruder mal 


Hatway 


The stairway ator both oj 
gh an opp 


elevator, while another waits by 


0 OF th quipment is scattered throughout this 
Balrog's secondary practice site (he has a 
were. but this is where he let's his prote 

ere now, running some laps on the 
nugs stand by the door, talking with him 


on shows, elc,). Any commotion in the hal will 


F will have to bypass the 


hugs quickly and q 
including Sarr 
Maid’s closet: This is (ull ol sl 
yeluding many janitorial furnishin 


y will investigate, s 


Cleaners, towels, etc. The ch amson Jr, sees other Street Figh 
ne ol them, telling the thugs to take out the thor 
He will make it a point of honor to let the team go, 
vor they have on them, if one of them can beat him 
Yor the ight. Samson Jr's Traits can be found atthe 
ory. Three more thugs willarrive by elevator or stairs 
alert has been called (one of the thugs in the gym has 


he will instantly 


though it is a bit of a 


Me. Ray's OrFice 


This offi lent, with @ 
There is alarge desk with office 
behind it, Balrog’s certlicates and trophies line lve: 


The . ie challenged character ish thugs laut 
t's Orie Jowever Tbe So yet have te ie ey wi a be 
ve them (hey will have fightal he thugs and 


‘A small desk and wooden chair take up most of th 
le cabinets are behind it. The fle the team se 
middle cabinet, third drav 
this). With a Perception + Alertness roll (aificulty 8 


Gem; Te Fes tome Werser 


it characters get out withthe files, they can catch a taxi back 
totheir hotel, The Weasel willbe there, waiting. Oncehegetsthe 
files, he will make the call to the authorities, who will soon arrive 
to take The Weasel and his files with them for protection. The 
Weasel made a deal that the team be asked no questions, and 
the lawmen stand by their deal 

The team’s Manager may give the characters a stern lecture 
(on fighting the night before a tournament, but he is glad they're 
back. He advises they hitthe sack so they'llbe ready and rested 
for the fight, 

Optional Plot Twist: A: the Storyteller’s option, there can 
be yet another twist to this whole affair: the lawmen aren't real 
fawmen, but members ofthe Las Vegas mob, rivais of Shadoloo 
The Weasel, afraid of the real authorities, made a deal with the 
‘mab for protaction in exchange for incriminating evidence on 
Balrog or his alies 

How this will affect the characters is up to the Storyteller, but 
it Balrog finds out he's been sold oul to the mob, he won't be 
happy with anyone he thinks may have been involved, such as 


the characters, 


The next night, the characters arrive at the tournament, tis 
already crowded; fans and bystanders anxious'y await the 
fight’s onset, The characters see their rivals warming up. W's 
almost time for action. 

Balrog’s limousines pull up, but Mr. Ray does not get out of 
his limousine as usual. Instead, thugs do. Balrog exits his car 
with @ bevy of beauties, but he doesn't look happy. When he 
sees the team, ne scowls at ther, He then notices the scream 
ing crowd, cheering at him, His demeanor instantly changes; a 
simile leaps to his face and he seems genuinely happy. his foul 
mood forgotten, 

It the team did not return the files to Weasel, this scene will 
play out differently: Mr. Ray will step out of his limousine smiling 
tand happy. He will wink at the team mysteriously and then 
ignore tham, Balrog will be his usual smirking self as he exits his 
car 

Whichever option is played out, Balrog soon steps forward 
and bellows out a welcome to all the warriors who have come to 
fight. He gives a pep speech about how such opportunities 
don't often come along, and how only in America can a young 
kil from the streets rise up to be ahera, etc. He then says, ‘Fight, 
man!" 

Bells ring and neon lights fash. The tournament has begun. 

itis time to pair the characters off against their rivals. This 
comnbat can be played one-on-one, in which case each charac 
ter fights his battles until all have won or lost in elimination. 
Alternatively, the combat can be a team fight, wherein the team 
{oes up against another team. In this case, take the fighters 
iven at the end of Appendix Two and pratend they are a team. 
‘The last team to have a member standing wins 

Use the hex map of Balrog’s Stage to conduct the tournament 
bouts. 

During the tournament, the Storyteller should encourage 
various short roleplaying encounters, to spice up the fun in the 
game. Some suggestions are: 

* A fan of yours runs up to you after the fight and hugs you. 
Or, he begins ripping off pieces of your clothing to keep as 
mementos, similar to the way the Beatles and Rolling Stones 


used to have their clothes ripped going to and from concerts in 
the "60s 

* If you beat your rival a fan of his approaches you and tries 
topicka fight. However, she is obviously no good at fighting, so 
your challenge is to halt her rage without hurting het. Or, if your 
fival beat you, one of his fans comes aver to gloat and insult you 
He can't fight either, so the challenge is not to lose your temper 
and slug him. That might cost Honor. 

* Someone tries to set up a betting pool with you, one not 
sponsored by the casino. You know the rules against this, Do 
you do it anyway? You could make a lot of money, but you could 
also get your team kicked out of the tournament if youre caught 

‘Promoters try to get you to make a deal for advertising 
endorsements, etc. If your Manager is around, you can get him 
to handle it, but he may have other business to attend. Watch 
‘out, or you may accidentally agree to something and be held to 
‘a verbal contract! 

The Storyteller should feel free to make up any number of 
encounters of his own, 

‘Once the characters’ fights are over, itis time forthe Balrog 
vs. Gulle match, There are also many options for running this 
fight. One way is simply flipping a coin to see who wins, and 
describing the outcome to the players, However, this method 
doesn't involve any player interaction, 

‘Another method is to let the players play Gulle while the 
Storyteller runs Balrog. The players collectively choose Gulle's 
strategies, Use Guile's stats from Chapter Six and Balrog’s stats 
from the end of this Appendix 


SCENE Five 


It's time to wrap everything up. Did the team win or lose? If 
they won, they may collect some Glory, and some money (trem 
the coins thrown onto the stage). The Storyteller should judge 
how well the characters fought. If the characters mopped up 
their opponents quickly and honorably, they may receive a 
Q00d amount of Renown and money, Less money will be 
received ifthe fight ook along time or was fought dishonorably. 

If the characters lost, don't worry. There will be other lights. 
They may lase some Glory, butif they fought honorably, they will 
gain Honor. If they weren't honorable, maybe they'd better 
rethink their whole stratogy; thoy're not going to got far like this. 

Ifthe team wins, they will be invited to the next big tourna- 
ment. This is the Storyteller’s chance to create his own tournament 
and story, taking place anywhere on the globe he wants 

The Storyteller should award experience based on the char- 
acters’ performance. Use the guidelines in Chapter Five to 
determine experience awards. 


Suqcested RENOWN 
Guory 


Defeating Mr. Ray's thugs in Scene Two +1 
Losing to Mr. Ray's thugs in Scene Two -1 
Winning the tournament fight +2 

Losing the tournament fight -1 


HONOR 
Soe Chapter Five fr lists of Honor awardsor pas 
on how the characters act. In a 
Trying to protect Weasel in Scene Two +1 
a 
opus files and bringing Mr. Ray to ust 


ng apply 


Not helping Weasel in Si 
Recovering the Oct 


If the characters helped The Weasel 
enemies: 

‘© Mr. Ray won't be happy, buthe won'thave time f 
Not only have the authorities arrested him, but Balrog wasn't 
pleased at all. Best not to dwell on this; leave It for the doctors 
— plastic surgery is quite advanced these days, so he should 
got his face back soon 


theyVe mack 


* Balrog will bear a grudge against the characters. Sure, they 
revealed a traitor in his midsi, bul they rocked his boat, and he 
doesn't like that, He won't do anything to them — now. If they 
fever alain his rank, however, you can be sure he 
them. If they also beat Samson J} 
Samson Jr, more thoroughly and try te 
against the tear, 

©M. Bison of itand will be angry. However, he 
pay any attention to the lowly newcomer team. He will simply 
his subordinates to teach them a lesson. Eventually, the team. 
will have to deal with Shadoloo's attempt at revenge. When and 
how this occurs, however, is up to the Storyteller 

The “Kraken” Fil 
(Scene Three) is for the Storyteller to use in 
Shadoloo-busting stories. The 


nally 
sat up a future fight 


The extra file found in the 


moneys are bel 


ion res degrees in economics and accounting 
undersiand!). The “Kraken” files, however, refer to some of 
1adoloo's military and mercenary groups throughout the world, 
dossier could give the team an idea of where to hit 
xt, or details on possible enemies who may come 
them for ruining Mr. Ray's operation. 
The Storyteller should make up whatever information he 
to give the players. The “Kraken file includes information 
from White Wolf's upcoming Street Fighter sourcebook 
Secrets of Shadoloo. 


Goon Gus avd Bad Guts 


Here are Traits for some of the people the team can meet in 
this story 


Tue Weaser (Aennee Paeey ) 


A weasely-looking guy with glasses and an out- 


dated suit 
Roleplaying Notes: You are a very neryous man, bul 


Name: THE WEASEL 


Style: none 


confident enough to conceal this about half the time, However, 
your eyes are always roving about, looking for any danger. 

History: The Weasel came to work for Mr. Ray five years 
ago, when he lelt a small accounting firm for the glamour of 
handling Balrog’s accounts. He doesn't think i's. glamorous 
anymore. 


Boss: mA. 


@@000 Charisma 


@0000 Perception 


ALERTNESS 
COMPUTER 
AVE: 
INVESTIGATION 
SUBTERFUGE 


Punch: Jab 
Strong 
Fierce 
Kick: Short 
Forward 


Weapons: 


Roundhouse 
Grab 
Block 
Movement 


Willpower 
@@00000000 
Q090990909 


look like tough, stony-faced bodyguards. 
Roleplaying Notes: Avoid talking; that’s not what you're 


paid for — you're paid to knock around anyone causing trouble, 

History: Various professional guards or criminals hired by 
Mr. Ray. They have better salaries and benefits than they ever 
‘dreamed possible, and they are quite loyal 


Boss: NONE 


one 
None 


Manuevers and Powers 
Damage 
Punch: Jab 
Strong 
Fierce 
Kick: Short 
Forward 


Roundhouse 
Grab aafe0 
Block EEL Gh lyaeoagts 
Movement 6 


Willpower 
@@e@0000000 
Q999990909 


Satsson de. 


Image: A young (about 18) black man in very good shape. 
His smile is a real charmer, especially because he usually 
means it. 

Roleplaying Notes: You wan! more than anything to gain 
Glory by besting other Street Fighters. You like to taunt: 
the ring, goading them into getting angry at you and striking 
badly — then you take whatever opening they give you 
hard, 

History: Samson Jr. is following in the footsteps of Balrog, 
He is the son of an old friend of Balrog’s from the streets, and 
Balrog has taken him under his wing. So far, he has had no 
dealings with Shadoloo and is ignorant of its existence. If he 
knew, he might not approve. 


Name: SAMSON JR, Style: WESTERN BOXING 


Strength eeeee 


Charisma 


Stamina @@@@0 


OOO Perception @@000 
Dexterity @@000 Manipulation @0000 Intelligence @0000 
Appearance @@@00 Wits 


ALERTNESS 


00000 


ase ————c0000 | Pareh 

wnmianon @@@OO 0000 | pn" 

SECURITY @0000  ___00000 | xieks short 
00000 | Forward 


Roundhouse 
Speed Damage Move arab > 
Block 63 SOAK) o 
Movement 2 = 
— pst sweer v @ 
Chi Willpower yea0 eurT ul u 
@000000000 @@@0000 | cenecms runce oO @ 
0909000000 93090390909 | conses- GEALECTING RINGH - FIST SWEEP 


FST SWEEP - FIERCE 


@0000000 


CEFLECTING PINCH - JAB 


oo000000090 


Mr. Ray 


Image: Dressed in a purple suit and broad hat, Mr. Ray 
figure on the Strip. He is often seen cheering for B 
of his fights, and is the fst to throw coins ¢ 

Roleplaying Notes: Yo are onesrmooth 
i You let everyone else in on it by strutting 
word, ry to make sure everyane knows they no 
{rmoney, connections, etc.) and et them think you 
They'll Keep coming back that way 

History: Mr. ay has been Balog’s man: 
days, buthe prelers the Stree! Fighter circuit less media attention and 
thus mare room to maneuver criminally. He didnt intend to cheat 
Balrog out of ary money, but his greed just got too much fr him. H 
teritied of wnat could happen Balog finds out andis seeking patsy 
on whom to pin blame, 


mer and you know 
und Tike you own the 
you for something 
glad to help them: 


er since his pro-boxing 


Name: mR. RAY Styl 


Boss: ™. BISON / BALROG 


Strength 
Dexterity 
Stamina 


Charisma 


Honor__none 
Glory Nowe 
Rank__vone 


ARENA 
COMPUTER 


Manuevers and Powers 

Speed Damage = Move 
Punch: Jab Re 2 
Strong 2 ‘ 
Fierce —— i 
Kick: Short 4 I 
Forward = 
Roundhouse 
Grab ————— 
Block Cr) ° 
Movement s © 


por 
000000 
gyoog 


SHE Fagg. 


Name: 8ALROG Style: Boxine Team: SHADOLOO 
Player: Nec School: NONE Concept: Ex-BOXING CHAMP 
Chronicle: HIGH STAKES Stable: NONE Signature: RIPS OFF HIS 


Puysicat 


Strength @000O0 Perception 
Dexterity Manipulation OO intelligence 
Stamina 1@ Appearance @0000 wits 


Apiumes ee 


TaLents SKILLS Knowvenges 


Alertness Blind Fighting Arena @eee0 

Interrogation Drive Computer 00000 

Intimidation Leadership Investigation 00000 

Insight ‘Security Medicine @0000 

Streetwise @000@ Stealth Mysteries 00000 

Subterfuge @0000 Survival Style Lore @ee00 
ADVANTAGES 


Spectr Maneuvers 
FIST SWEEP. “ 


TECHNIQ 


Punch DASHING PUNCH 
BACKING Kick DASHING UPPERCUT 
CONTACTS Block HEAD BUTT 
FAME Grab TURN PUNCH, 
MANAGER Athletics POWER UPPERCUT 
RESOURCES: Focus 


PUNCH DEFENSE 
HEAD BUTT HOLD 
sume. 

JUMPING HEAD BUTT. 


Combos: (01227) JAB-STRONG-FIERCE 
(DEY) ees PERCE IB ORGING FERC 
BLOCK-DASHING PUNCH 

(O12ZY) JAB-TURN PUNCH-HEAD BUTT HOLD 


Division: __worto wanions 
Rank: (0 (TRAOITIONAL) _ 
Standing 


Wins_78__Losses__2 
Draws_0 KOs_16 


EXPERIENCE 


e 
90900000000 
Attributes: 75/3 Abilities: 977/: Backgrounds: 5 Techniques: 8 Special Manouvers: 7 Chi, Willpower: vs" siyies Freebie Points: 15 


Balrog grew up on the streets of Harlem. He knew that the 
conly ways one got out af Hariem were fo get really 
one’s way out. So, he did the latter 
attended boxing classes atalocal gym. Itdid 
trainers to see his potential. Balrog had everything ittook to be 
a champion, and they were going to see to it he got there 

Competition was alltao easy, Balrog dominated his matches 
from start to finish. When he wasn't fighting, he was training. He 
knew that tile matches didn't grow on trees, and he wanted to 
be ready for a shot at the big-money fights 

Belore long, Balrog was out of the amateur leagues and 
fighting for the large purses, He proved to be boxing’s newes: 
star and quickly soared up the ranks 

Finally, Balrog received a title match 
prove to everyone that he was the world's best. He entered the 
fing ike a caged tiger. He dazzied everyone with his Al-style 
footwork and his Joe Lewis hooks. The champ didn't know what 
tomake of this kid who seemed tohave an endless sup 
ply of energy and a night cross like an expr 


takelong for the 


his one chance t 


train, 
By Round Five Balrog ha 

the ropes, but he wanted a knockout, It. 

wasn't until Round Six that he got his 

chanca, He came out ot the corner 

land began to hit the champ with 

everything in his arsenal, Then he 

caught the champ with a surprise 

left, stunning him. Balrog knew 

what to do next, He pulled back 

for a tull five seconds and then 

unleashed the greatest right 

hook in the history of boxing, 

The punch reverberated over 

the cheers of the crowd. Be- 

fore the champ hit the mat, 

Balrog knew that he was truly 

the greatest. 
Av tir 


being cham: 
pion didn't affect 
Balrog. He trained 
regularly. Hekeptthe 
same crew that got 
him where he wa 

He continued to fight 
and even did a litle 
advertising for extra 
money. Then he took 
first fatal step, 

A big-time fight organi- 
zation approached him with 
promises to broaden his ca- 
reer: all hehad to do was fire 
his old crew. That wasn't a 
problem, The organizatiggt 
then said that he cot 
train less and havemot 
free time, which he 
loved, Balrog’s new 
backer only sched: 


sled fights it knew he could win, and threw huge pa 
er each fight 
One such title fight was with an unknown. Balrog knew that 
guy would fall to his stunning moves and combos, just like 
all the rest had. He only trained once that week — for an hour 
On the night of the fight, Balrog's mind was already on the 
post fight party. Thus, he wasn't prepared for what he received, 
The kid was hot. Balrog could barely stand, let alone fight, after 
Round Three. That's when Balrog’s new promoters stepped in 
to protect their prized investment. They smeared a drug on 
Balrog's gloves In between rounds. In Round Four, Balrog 


landed one punch, and his opponent fainted dead away. 
Everybody thought Balrog had come back with @ knockout 
th, until the referee also passed out when he touched 

's gloves to raise the champ's hand in victory. Then the 


controversy began 
Inthe end, Balrog was expelled trom professional boxing, His 
big-time promoters disappeared, as didhis advertising promot 
ers. Balrog found his fast-and-loose lifestyle suddenly gone. 
In stepped M. Bison, Bison was having trouble 
usurping the criminal empires of Las Vegas, 
sohe hired Balrog ashis enforcer. Balrog 
=~ now serves Bison as hired muscle 
P making sure the Las Vegas un- 
« derworld “stays receptive to 
2 Bison's business proposals. 
Through Bison, Balrog also 
found a new way to regain all 
his old fans — through the 
Street Fighter circult 
Balrog quickly hammered 
his way to World Warrior 
status, proving that good 
old heavyweight boxing is 
more than a match for fancy- 
pants martial arts. 


~ 


é 


Balrog: Basically, 
ame, pone a 
beau Mae success an 
be Se or aryoody VG 
or ope, especial 
vou do any 
pu ef of xu, 


thing. 


youite not 
Miter money 


natPPearance; 
Gatogisa massive Air. 
an-American, Whilehe 


's not very tali 
ris sgl Fipple beneath 
haan He stit wears 
fisformer boxing runks, 
meotsandaym shin. ina 
IOht. he wears his cig 
lucky gloves, 


his 


166 


Boxing 


The origins of Boxing date back to ancient civilizations. In 
America, boxing became famous in the early 1900s, when bare- 
knuckle brawlers would step into the ring and fight until only one 
‘man still stood. Boxing evolved into an incredibly popular pro- 
fessional sport, with multimilion-dollar fight purses to be won for 
big pay-per-view televised bouts, 

Boxing is peculiar on the Street Fighter circuit. Many boxers 
still adhere to rules better suited to a boxing ring than a Street 
Fighter arena, Many boxers still wear their gloves, and very few 
ever incorporate kicks into their arsenals. Boxers often argue 
that they don't need to change. Boxers’ incredible training 
programs hone their rellexes and punching power until they 
become fighting machines. The incredible pounding boxers 
\withstand during training also makes them some of the toughest 
fighters on the circuit 

‘Schools: There are boxing gyms in every major city, bu 
serious boxers need to find personal trainers and coaches, 

Members: Boxing is predominantly male professional 
port, but more woman are joining the sport. Many women who 
cannot find opportunities in the professional ring turn to the 
Street Fighter circuit for competition, Many boxers come from 
poverty-stricken areas, 

Concepts: street tough, Golden Gloves champ, body bullder 

Initial Chi: | 

Initial Willpower: 6 

Quote: "You think you're something special with all those 
chop suey moves? Let’s see how you doin the full-contact ring.” 


Sec Mawewers 


Punch 
Fist Sweep(2) 

Dashing Punch(4) 

Head Butt (1) 

Hyper Fist (4) 

Turn Punch (4) 

Reekka Ken (5) 

Kick 

lock 

Deflecting Punch (1) 

Grab 

Brain Cracker (1) 

Head Bite (1) 

Head Butt Hold(2) 

Athletics 

Jumping Head Butt (1) 

Focus 

Toughskin (3) 

New Special Maneuvers for Boxers 


PuncH 
Fist Sweep 


Prerequisites: Punch « 

Power Points: Boxing, Western Kickboxing 2 

Nobody told the boxers on the Street Fighter circuit that they 
couldn't hit below the belt. Not to be outdone by other styles, 


some boxers developed 2 low, powerful punch that takes the 
legs right out from under their opponents. 

‘System: Victims of a successful Fist Sweep suffer a Knock- 
down in addition to normal damage. The Fist Sweep is a 
Crouching Maneuver, 

Cost: None 


Dashing Punch 
Alietics © 

Power Points: Boxing 4, Western Kickboxing 5 

This explosive move was practically invented by Balrog 
(although some people say one of his trainers actually devel- 
opedit). When the starting bell rang for Balrog's boxingmatches, 
he would dash across the ring and blast his opponent with a 
knockout punch before the opponent realized the fight had 
begun, The move was considered by many to be a typical 
Balrog cheap shot. but it won him lots of matches. 

Now Balrog uses his Dashing Punch to crush his Street 
Fighter competitors, Many Street Fighter boxers have added the 
move to their own repertoires. 

‘System: Use the moaitiers below. 

Cost: | Wiipower 

‘Speed: +0 

Damage: +4 

Move: +2 


Dashing Uppercut 

Prerequisites: Dashing Punch 

Power Points: Boxing |, Western Kickboxing 2 

This move is a slight adaptation of the Dashing Punch. The 
difference is that the fighter delivers an uppercut punch iistead 
‘of a straight punch at the end of the dash 

System: The Dashing Uppercut can hit opponents execut- 
ing Aerial Maneuvers. Against such opponents, it scores a 
Knockdown in addition to damage 

Cost: 1 Willpower 

‘Speed: +0 

Damage: }+ 

Move: +2 


Turn Punch 
Prerequisites: Punch 
Power Points: Boxing 4; Western Kickboxing 5 
This heavy punch is one of the most potent Special Manu: 

vors available to the style. The boxer crafty works his way 

‘around the ring, setting up his opponent fora powerful overhand 

iow. The boxer actually tums his torso away from his opponent 

and then twists al the way forward as he throws the punch. This 
turning body motion gives the punch its name and its power, 
‘System: At the beginning of any combat tum, a player can 
play her fighter’s Tur Punch Combat Card. This shows that her 
character is beginning to size up her opponent in preparation 
for a Turn Punch. During thal same tur, the player can use any 

‘other maneuver she wants, but the move has a -1 penalty to 

‘Speed, Damage, and Move because the boxer is concentrating 

on setting up the Turn Punch. 

Ths can continue for up to four turns total. The player 
continues to use any maneuver she chooses, but all maneuvers 
have penalties of -1 to Speed, Damage, and Move. At any time, 


including during the 
card, she can choose to exe 
playing some other Combat Card 

Punch depend on how many combat 
allowed to prepare the Turn Pi 


dis first laid down, 


Cost: 1 Willpower when the car 
‘Speed: See description above, 
Damage: See description above. 


Gree 
Head Butt Hold 


Prerequisites: Grab **, Head Butt 
Points: Boxing, Kabaddi, Sumo 2; Any 3 


don't mind banging heads in the middle of a 
ighter boxers take this one step further, grabbing 

hing them with repeated head butts 
‘System: The move is a Sustained Hold, so the boxer gets to 
jent each turn until the victim escapes. 


Turn Punch the first turr 
Damage, Mo 
lays down th 


For example, the boxer oxe 
itis played, The modifiers ar 
Another example would 


attack bi 


lg el ea lle lade js 


selected, the player can choose to retuen the Turn Punch card 
to her hand, having never used it 


jumps up and into an opponent, ramming his 
System: {he Jumping Shoulder Butt can be used against a 
standing opponent or against an opponent who is executing an 
Aerial Maneuver. The move can also be used to dodge a 
Fireball, just like the regular Jump Special Maneuver 
Cost: None 


pane SX X 
*~ 


" 


Yinuadd} 


govern 


Warning! a Areal 


toryteller’s eyes or 
jo doing may take s 


Pub SUOTUIW 


10M 


_ ines AND Extras 


Minions and extra 


und out the statistics 


Sj0l 


Toucs 
Thugs are the foot soldiers of the back alley, the people with s 
‘whom Street Fighters tangle when busting crime rackets or 
saving innocent victims, Thugs usually work for some boss or 
other, although many simply form their own gangs and terorize 
the public on their own. 
TuuG Ranks 


Name: TOUGH St NONE Boss: NONE 


Strength @@®00 Charisma @@000 Perception @®000 Honor_‘owe 
Dexterity ©®000 Manipulation @®000 Intelligence ®0000 Glory__one __ 
Stamina @@000 Appearance 0000 Wits @@000 Rank_vove 


Other Traits Manuevers and Powers 


TioaTion _| 00000 ‘ Fila 
“secmry 00000 | axing = 
STRserwise | 0000! ] BS o 

00000 | Kiek: Short 

00000 | Forward 
Roundhouse = = 
Peres. Me Grub ae 
—+. z Blook (san) 

= Movement = 6 io 


Punch: Jab 


Willpower 
@@00000000 
g990999900 


0000000 
9099030 


Name: GANGSTER Style: NONE Boss: NONE 
Strength @®000 Charisma § @@000 Perception @®000 Honor_ove _ 
Dexterity @@@00 Manipulation ®®®00 Intelligence ®@000 Glory sone 
Stamina @@000 Appearance @@000 Wits @@000 Rank__now 
Other Traits Manuevers and Powers 
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Name: WARRIOR Style: NONE 


Boss: NONE 
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‘Some thug types include: 


STREET Ganics 


Not all stroat gangs deal drugs or extort money, In harsh 
neighborhoods, kids join gangs for protection trom each other. 
Sadly, this paradox often leads to violence when different 
groups feel threatened by each other. Many gang membors 
don'tconsiderthemselves criminals. Allthe same, blood usually 
flows when Street Fighters cross a street gang's path. 

Other gangs snub their noses at decency, dealing drugs or 
shaking down shopkeepers to raiso money for their favorite 
vices. These gangsters often have rough lives and want socioty 
to share the pain, taking out their anger on the innocent. Many 
ofthese gangsters have some tormot honor, but itraraly applies 
to anyone outside the gang 

Worst ofall are the spoiled ratpacks — rich kids so jaded that, 
crime seams like @ kick, These gangsters have no sense of 
honor and deserve nothing better than a quick trip to intensive 
care. 

Toughs usually make up the majority of street gang fighters. 
A few Gangsters offen lead the gang, and a really large or 
especially tough gang may have a Warrior at its head. Criminal 
gangs often deal drugs, mug people, oF engage in extortion and 
breaking-and-entering. Some have extensive networks to fence 
stolen goods or trafic in drugs. Street gangs are very territorial 
‘and might attack anyone trespassing on theie “tur.” 


‘Drcaurzen Crime] TERRORISTS 


These groups gather together to partake in criminal enter: 
prises. These criminals are dangerous to cross, usually armed, 
and often have some powerful patron to aid them after the fight 


is over (paying bail to spring them from jail, sending hitmen after 
characters who cross them, etc.). At lower levels, Toughs 
usually serve as runners or hired muscle to their bosses, Mid- 
level Gangsters are hitmen, underbosses and enforcers, while 
top-ranked Warriors are the elite killers and assassins of the 
organization, or may be bosses themselves 

Organized crime has many faces, from the Chinese tongs 
‘and triads tothe Htalian Mafia, from Japanese Yakuza to Jamai- 
can posses. Some have political motivations, like the I.R.A 
these groups shun profit for its own sake, but commit violence 
tofurther their causes, Others, ike the Mafia, see themselves as 
necessary parts of the economy. Many organized crime groups 
have long histories and traditions; honor is important to these 
foks. Other, more modern groups don't care for honor at all — 
profit, and lots of it, is all that matters to them, Whatever their 
motive, organized criminals take the worst aspects of society 
and make them their living. 


Pouce 


On the other end of the spectrum are the officers of the law, 
‘whatever law that may be. It should be noted that Street Fighter 
tournaments are ilegal in most countries. Characters will have 
plenty of opportunities to cross paths with the law. 

It should also be noted that fighting cops is @ very bad idea; 
fighters who forget this don't last long. Police have basically 
limitless resources of backup and firepower. The best option 
when confronted by police is to flee. 
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Kick: Short 
Forward 
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What would an adventure game be with- 
out ninja? These mysterious assassins are 
far deadlier than any run-of-the-mill gang- 
sler—theirskils, weapons and dedication 
make them tough foes with a touch of 
class. Beating up a bunch of street punks? 
That's easy! Facing down a contingent of 
ninja? Now that's an adventure! 


Genin are the ninja rank-and-file, whil 
Jonin are veteran assassins with years of 
experience. Actual ninja are trained for 
years, sometimes from birth, and must 
prove their worthiness many times over. 
Despite their skil, ninja usually fall before 
the might of superior martial artists. A 
couple of Jonin or Genin, though, ifplayed 
well, can make life very ifficultfora Street 
Fighter or two. 
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Weapons: 
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Soumiers 


Soldiers represent the backbone of national military units, 
private armies and mercenary groups. Soldiers are heavily 
armed and pose a major threat to any Street Fighter luckless 
enough totake them on, Special Forces Fighters like Guile often 
find themselves fighting with or against soldier. 

Veterans have seen battle and survived — they're a tough 
breed, and include professional mercenaries and war-hard. 
ened vets. Lifers are full-time fighters — Special Forces men, 
‘commandos and elite guards. 


Name: VETERAN Style: None 
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Other Traits Manuevers and Powers 
SURVIVAL ‘Speed Dama Move 

Punch: Jab = 6 4 — 
Strong é eae 
Fierce 2 f 
Kick: Shot 
Forward 
Roundhouse 


Name: LIFER 


Grab 


Boss: NONE 


Charisma — @@@00 
Manipulation @@000 
@@000 Appearance @@000 


Strength ©0800 
Dext 
Stamina 


Perception 
Intelligence 
Wits 


00 Hon 


Other Traits 


ALERTNESS. 
ORE 
STE 
STREETWISE 


SURVIVAL 00000 | Forward 
Roundhouse ——— 

Weapons: Speed Denese MeY2:s | ors za 4 1 
Block Se 
= Movement +t i —_t 

spnvons BACK FIST _2 2 

Willpower amex 3 ih 

@@00800000 | sae é o 

3 z 


49903909009 


pman cRacKeR 


AGENTS 


The difference between agents and thugs is one of ap- 
proach; thugs are usually simple muscle, while agents nave a 
Variety of skils, backgrounds and devices that transcend the 
realm of the simple brawler or triggerman, Agents usually have 
access 0 high-tech gadgets or weapons (Chapter Eigh!), but 
must keep a lower profile or risk blowing their mission. 


Agent Ranks 
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‘Special Agents do most of the work for their covert organiza 
tions, delivering messages, assassinating marks, infiltrating 
rival groups, diverting funds or materials, or assisting higher 
ranking agents. Carte Blanche Agentshave some sortof special 
license by their agency that allows them to break the law with 
relative impunity — anything they do in the line of duty will be 
covered up or smoothed over by their parent organization, 
Thase are the people sent in to save the world (or destroy it) 
‘Agonts come in a wide variety: the secret agent, who works 
for national or international espionage groups; the thnil-seeker. 
who uses his personal fortune and skill 1 laugh at the devil, the 
infitator, who gathers inside information for personal or com. 
pany gain; the henchman, who acts as covert muscle for some 
cabal or master criminal; or the super-agent, who serves some 
world-spanning high-tech agency for good or evil 


Sense AGENT TPES INCLUDES 


Every government on Earth has some sortof security agency. 
ranging trom the gigantic Amorican C.1.A. or Russian K.G.B, to 
the secret palice of Third World despots. Government Agents 
usually pack sophisticated weapons and gadgets and have 
extensive infiltration skils stealth, disguise, linguistics, tc. — 
in addition to combat skils, Interpol also fields a few agents to 
combat crime empires like Shadoloo, 

Crimelords ike M. Bison head organizations involved in 
criminal activities, espionage and terrorism, Shadoloo itself has 
various "tentacles," smaller criminal franchises answoring toM. 
Bison, which all have agents serving thelr secret agendas. 


STORMELER Copesences 


The following characters can be used in supporting roles in 
your story, and might give you some ideas for characters of your 
own. These four characters compose the Street Fighter team 
called the Ravens, They can be used as a rival Street Fighter 
team during the adventure in Appendix One, or you can use 
these characters as individuals and insert them into your stories 
as needed, You could even have one or two of them join the 
player characters to help round out the team 


Prnciaea Ani SHADE 


Background: Aandi Cheng inherited her fondness for 
acrobatics from her father, a Chinese gymnast, and her affinity 
with animals from her mother, an Affican-American animal 
trainer, As a circus child, Randi leaned a wealth of skills and 
traveled across the world. Sadly, she also developed a general 
dislike for people; she views the public with a mixture o pity and 
scorn, Few humans can earn her respect 

Pantara, as Randihas dubbed herself. practices a formof Wu 
‘Shu that she has refined by sparring with her leopard, Shade. 
This feline companion is far more than a pet toher. Shade never 
entors the arena under any circumstances, but accompanies 
Randi almost everywhere else. Through both her bond with 
Shade and endless months of training amid the worid's jungles 
and forests, Randi earned the favor of the primal spirit of the 
leopard, 


She fights to perfect her unique style and, through her art, to 
become as one with he leopard spin She lives aspartanlfeon 
the road, spending as much time as possible among traveling 
shows and camivals. Pantara passionately hates weapons, 
especially guns, and spends much of her rare free time cam- 
paigning for gun control and animal rights. She has a sott spot 
for exotic cities and interesting cultures — her general snob- 
bishness doesn't prevent her from enjoying world travel 

She has recently joined Team Raven in hopes that member- 
ship will give her a chance to participate in many of the world's 
‘more exclusive tournaments. The travel opportunities that Team 
Raven provides also appeal to her 

Imager stunningly attractive AsiarvAtrican woman with 
long, curly black hair and huge, expressive almond ayes. 
Pantara moves and fights withthe powerful grace of her leopard 
companion: usually barelooted, she wears the pelt and teeth of 
a tiger she once fought in a Calcutta bloodpit. Her companion, 
Shade, is a large, broad-shouldered leopard. Pantara and 
Shade seem to prove the old saying about people and pets who 
resemble each other 


Roleplaying Notes: Wisocrack. Your general contempt 
for “normal” people doesn't make you unkind; you just don't 
have time for their petty concerns. To those few you accept as: 
frionds, you are caring and loyal. To your opponents, you are 
honorable and reserved. To your enemies, you are conde- 
scending and remorseless. Like a cat, you toy with your prey. 

Quote: You cal! that a flying side kick? Give me a break! 


HO PRE. 


Name: PANTARA Style: wu sHu Team: RAVENS 
Player: nec School: LAO-DA CIRCUS Concept: EXOTIC BEAUTY 
Chronicle: HIGH STAKES Stable: GORDON PRODUCTIONS Signature: PET LEOPARD 
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Deen 5 a) 5 Roleplaying Notes: You's @ moody, sarcastic cuss 


Don't brood, but don't take anything for granted, either. Every- 


Background: Detik grew up on th 
City, an inconvenient burden tohis family 
him), Shunted off at home, Dehrik found hi 
gang; there, he learned to fight well, if not honorably. His 
powerful inner strength gave him a direct rout destiny. Inthe meantime, though, you'd like to help others avoid 
blinded him with terrible rages that g 0 more he bigger pitfalls that lite has to offer. During fights, a 
than he could handle. He was in jail before he hit 17, and red rage chews away at your self-control. You've learned to 
probably would've stayed there ha but it still hampers your true potential 

Stoner was a huge fighter who had master 
demons through hard work and discipline. He could've be 
Street Fighter —now he was serving a life sentence. In 
Stoner saw all the potential for triumph and trouble that he 
himself once had, Stoner took the young 
and, none too gently, taught him the ways of inne gt 
the martial arts. When Dehrik made parole, Stoner set him up 
with Master Loupan, the ex-con Sensel who previously helped 
Stoner find his peace 


thing in life is screwed, or almost everything. Fortunately, you've 
jound something of value in the whole rotten mess — honor, 
pline and a sense of purpose. Your long-term goal is to 
ess the passion inside you and tum toward same great 


ing better than t 


his? You might be right, bu 


na fook for better, how will you ever know 


Debris training was difficult but rewarding. Though Dehvik 
learned the arts that led him from the road to jail, the road to 
tranquility has proved too long for Derik, He joined the Stre 
Fighter subculture to find an outlet for his rage, and has ing 
eared a powerful code of honor. He even works in his spare 


time ta counsel inner-city kids away from gang viol 
theless, Denis light-years away from true serenity. His ang 
is olten held in check by the barest of margins 

Dohrik is something of an outca: 
they respect his fighting drive and skill, his violent outbursts 
keep most of thom at a distance. 

Image: Dehrik appears much weaker than he actually is; his 
compact bulld and perpotual slouch lead many oppon 
underestimate him. In the ring or out, Derik wears a black tank 
top, jeans, boots and a biker jacket. He 
long and messy, and doesn't shave oft 
blaze with blue intensity — anyone who 
the power that drives him. He te 


mice. No 


from his teammates. While 


vars his brown hair 


His eyes, however. 
ts his gaze can soe 
ids to act nonchalant and 
casual — the more serious the subject, the less seriously he 
seems to take It 


Name: DEHRIK SAVITCH Style: SHOTOKAN KARATE Team: RAVENS 
Player: nec School: PRIVATE STUDY ‘Concept: STREET HARDENED WISE 
Chronicle: HiGH STAKES = Stable: GoRDoN PRODUCTIONS Signature: VICTORY CRY! 
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Denzil grew up all over the world. His father was a dance 
choreographer; his mother, an international actress. He spent 
‘most of his time in the company of one of his parents (they were 
rarely together) and received most of his education through 
private tutors in Europe. 

Everything Denzil learned about dance, however, he learned 
from his father. His father, Carlos, was not merely a great 
dancer, but a master of Capoeira. Nor were martial arts the 
extent of Carlos’ skills. It wasn't until Denzil's 18th birthday that 
he learned his father's true purpose in Europe. 

Carlos was actually an agent for the Brazilian goverment. 
His job was to do background research on war criminals and 
then send that information to domestic agents in Brazil. They. in 
turn, would use that information to track down war criminals and 
other European fugitives living in their country. Unfortunately, 
Denzil father ended up uncovering considerably more than he 
bargained for. 

Denzils father discovered a Shadoloo secret agent operat 
ing within Brazilian internal Affairs, Before Carlos could expose 
this traitor, however, he met with an “accident.” Denzil knew 
what had truly happened. At first Denzil tried going to the 
authorities, but alter Shadoloo threatened his mother's lite, he 
backed off. I he couldn't avenge his father through legal 
channels, Denzil decided, he'd have to find another way to get 
‘at Shadoloo, About that time, he stumbled across the Street 
Fighter circult 

He joined Team Raven mostly as a cover andas awaytolearn 
more about the Street Fighter subculture. He's a good fighter 
bbut the real reason he attends the tournaments is because he 
hopes to meet some of the individuals who were responsible for 
his father's death, 

Image: Dervis a handsome man of medium build and 
mixed Hispanic descent. He keeps his hair short and favors 
loose fitting sik clothes. He walks with a cocky stride, but has 
an open smile and an easy-going attitude. 

Roleplaying Notes: You're good and you know It. How 
ever, watching your father die left you with a certain degree of 
humility as well. You enjoy dancing more than anything else. 
land spend most of your tree time at nightclubs laying It down 
Luntithe morning light. When the subject of Shadoloo is broached, 
however, you become serious, deadly serious, 

Quote: ! hear what you're saying: m just choosing to ignore 
it. You should really lighten up; by the way; you've spilled some 
wine on your te. 


Name: DENZIL KINCAID Style: CAPOERIA Team: RAVENS 
Player: Nec School: FAMILY TAUGHT — Concept: HIGH SPIRITED GIGOLO 
Chronicle: HIGH STAKES Stable: GORDON PRODUCTIONS Signature: VICTORY DANCE 
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Arona Rewmee 


‘Amanda grew up on a Midwestem reservation, wrestling and 
playing with the other children, but quickly realized that she 
wanted more out of lite. She was fascinated with the outside 
worl. 

When Amanda turned 18 she left for college in Los Angeles, 
against her parents’ wishes. The city was a brilliant and fright 
ening change of atmosphere for her. Yet she attacked her 
studies vigorously. Needing an outlet for physical activity 
‘Amanda got involved with UCLA's exemplary sports program. 
Recognizing her natural talents, the track and field coaches put 
her on a training program intended to help her reach her 
maximum potential. The end result after her frst year of college 
was a very imposing, 5'11", 160 Ib. Native American Indian 

‘Amanda had a lot of big plans for the outside world, but she 
never forgot about home. Thus, when she heard that her 
reservation had been sold to a natural resources company 
(backed by Shadoloo), she was shocked. When she heard that 
her parents had died during a protest, she was absolutely 
floored. When she finally heard about the legendary T, Hawk, 
she was inspired. She has been aiding his cause by making 
waves in the Street Fighter circult ever since. 

Amanda joined Team Raven to reach the inside track of 
fight circuit. She is also hoping to find others who have similar 
grudges against Shadoloo 

Image: A tall, powerfully built Native American Indian. 
‘Amanda is a remarkable specimen of human conditioning. She 
woars her long, dark hair in braids and dresses casually in 
running shorts and a t-shirt, except when she has amatch, Then 
she dresses ina form-titing one-piece uniform, with sandals on 
her feet and feathers in her hair, 

Roleplaying Notes: You stand out in a crowd and are 
accustomed tot, You used to be carefree and spirited; now you 
are driven and goal-oriented, Howaver, upon occasion, the thrill 
of an exotic new city overwhelms you and you revert to your old 
happy-go-lucky self for awhile. 

Quote: What are you looking at? 


Tears Raven 


Team Raven is a team of new Street Fighters who, despite 
thoir lack of experience, have a lot of potential. The team is one 
of many managed by Hans Gordon, of Gordon Productions. 
Gordon Productions is a top-notch management team that has 
access to all the major arenas and contacts with nearly every 
tournament director in the business 
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FORTY RIPEN 


THE STORYTELLING'GAME 


\ Now there's a new way to play Street Fighter! 


Join the action as the World Warriors pit their 
mystic martial arts abilities against the evil crime 
empire of Shadoloo. Take on the role of yy, 
Guile, Blanka, Cammy or one of the other World 
Warriors as you battle the legions of Shadoloo 
and the supreme crime boss himself, M. Bison. Or 
create View own Street Fighter, choose your own 
special powers, and carve your own legend 
among the ranks of the Street Fighters. 


This book details the world of Street Fighter as 
you've never before seen it. Explore a high-action 
world of adventure and danger in and out of the 
martial arts arenas. Visit exotic locations around 
the world and fignt each country’s champions, as 
your own Streef Fighter strives to attain the rank 
of World Warrior. 


This book includes: 


i ut 
+ Over 100 special combat powers and martial arts } ’ 
techniques — some never seen in the arcade . 
game. 


« Complete stats and expanded background 
information for the World Warriors such as 
Blanka, Guile, Ken and the new challengers like 
Cammy and Dee Jay. 


+ Fast-paced combat rules allow you to hold Street 
Pighier ‘tournaments and brawls with a dozen or 
Hi re Street Fighters battling it out at the same 
ime. 
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A STOWE MTR: CA 30083 
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ISBN 1-56504-118-6 $14.95 
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